WALUIGI'S MUSIC VIDEOS 


READING A MAGAZINE is most often a quiet, contemplative experience — but this particular issue might just merit a little more 
loudness. So as you're flipping through the pages ahead and enjoying the Nintendo Force's celebration of the life and times of the 
one and only Waluigi, why not complement your contemplation with a musical sensation? 


Ves, it's true — thanks to the vocal gifting of our very own Matthew Taranto, you too can hear Waluigi singing the hits! Be amazed 
at his mournful, pained rendition of the famous "Hallelujah" (with a phonetic alteration to its pronunciation). Marvel at how the 
classic "For the Longest Time" can be so easily improved upon by transforming its lyrics to make it into "Waluigi Time" instead. And 
then prepare your heart, open your mind and make sure to have a box of tissues nearby to catch the tears of joy your eyes will shed 
when your ears take in the Broadway grandeur of "One Day More" from the world-famous production, Les MisérWAAbles! 


Even more are available beyond just those, and once you've listened to them all, make sure you come back to this issue of NF and 
flip to Page 80 to learn more about Mr. Taranto! (It takes a special talent to compose, sing and illustrate all of these!) Well done, 
Matthew! There's going to be more where these came from, right? 


YouTube.com/BrawlInTheFamily 
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INBOX 


WAAAAAAHHH"! 


Is it an exclamation of victory? A shout of shock and 
surprise? A prolonged, extended, far-too-lengthy 
lamentation decrying the cruelty of his existence? 
Perhaps, for Waluigi, the "WAAAAAAAHHH" is all of 
these things at once. 

Behold the man in purple. Look upon his sharp 
mustache. See his angled nose, his knowing sneer and 
his eyes — his terrible, sad eyes who have watched 
character after character be invited to become a 
playable fighter in the Super Smash Bros. series, 
while he himself has been thrice brushed aside, 
forced to settle for being a simple Assist Trophy. 

WAAAAAAHHH indeed. 

In this issue of NF Magazine, we're doing things a 
little differently. We almost always award our front 
cover position to an upcoming game, then seek to 
theme the content inside to match that game and 
support some aspect of its design, its world or its 
characters. This time around, though, one character 
alone is in our spotlight. The one. The only! Waluigi! 

Because, by golly, if Masahiro Sakurai isn't going to 
show him the respect he's due, the Nintendo Force 
surely will step up to salute him instead. 

But ah, that's the issue, isn't it? That's the question. 
Is Waluigi a mascot who's worthy of true love and 
honest respect — an icon who has wrongly been left 
out of the lineup of Nintendo's most prestigious 
series? Or has his profile and "popularity" simply 
been inflated by laugh-seeking, meme-loving gamers 
on the Internet, only crying foul at his lack of inclu- 
sion as a joke, when in reality he only deserves the 
background character treatment he usually gets? 

We'll seek an answer within the pages ahead. We've 
prepared a complete retrospective of Waluigi's whole 
18-year career in gaming thus far, to examine how 
he's evolved over time. We look ahead at Super Mario 
Party, his next most prominent appearance that will 
hit store shelves in early October. We review Mario 
Tennis Aces, which is probably the most Waluigi-ish 
game Waluigi has ever had. (And then, for those of 
you who can't stand the guy, all our other regular 
previews, reviews, features and the like are here too.) 
But if you don't like Waluigi, | have to say to you: 


WAAAAAAHHH! 
mA 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 


“ 


ISSUE #34: 
JULY/AUGUST 2018 


LETTERS 


Honestly, | used to not be a huge fan of 
Waluigi, but he’s weaseled his way into 
my heart. | think this is just because 
throughout his several appearances, 
he's started to form a bit of a "personal- 
ity," whereas when he first showed up in 
Mario Tennis 64, he just seemed like an 
unnecessary add-on character. As he’s 
grown into a character, he’s also grown 
on me. Besides, everyone likes a good 
villain. — KEITH MILLER 


I've been a Waluigi superfan for so long 
that it’s impossible for me to perceive a 
universe without Waluigi. From his 
pointed ’stache to his charming person- 
ality, this underappreciated Nintendo 
character needs the spotlight that he’s 
deserved for so long. — RANDALL 
DRISCOLL 


As a fellow lanky man with a mous- 
tache, | absolutely love Waluigi! | genu- 
inely enjoy his antics, his snickering 
WAHS, but most importantly his physi- 
cality is just made for slapstick. He 
stomps around in elf shoes and falls on 
his big nose — it’s always good for a 
laugh! - GLOVETHEGLOVE 


I’ve honestly never understood the 
appeal of Waluigi or Wario. They seem 
to me like basic clunky sideshow char- 
acters. — ANDY 


I’ve never been a fan of Waluigi. He's a 
bit too much for me. — MICHAEL 
BILICA 


| neither like or dislike the guy. — MATT 
PIKE 


In our last issue we put full focus on 
the upcoming Mega Man 11, offering 
up a full celebration of the career of 
the original Blue Bomber up to this 
point and geeking out over the fact 
that he’s finally been pulled back out 
of obscurity and given an all-new 
adventure once again. In the Inbox 
section of #34 you probably saw a lot 
of Pokémon-themed Player's Poll 
questions, as we originally were going 
to do a Let's Go, Pikachu & Eevee issue 
this time. But TOO BAD! WALUIGI 
TIME! So we asked Waluigi questions 
to our Patreon patrons instead! We 
wanted to know, are you a fan of 
Waluigi? If so, why? If not, why not? 
Then, of all the appearances Waluigi 
has had in different games over the 
last 18 years, which one was his best? 
And finally, if Waluigi ever got his own 
game, what would it be called? And 
how would it play? Now, your answers: 


| love Waluigi, but mostly because he 
clearly doesn’t belong. He’s never been 
areal villain, he just sort of showed up 
one day with a "Wah, me too." And lin- 
guistically, while Wario makes sense as 
inverse Mario, Waluigi makes no sense 
at all. He exists in spite of logic. It 
makes him fun to pick because he’s 
relatable. | pick Waluigi because | have 
no idea why I'm invited to parties. 

— OWEN HENDERSHOT 


If | had to pick a game where Waluigi 
served the most purpose, it would defi- 
nitely be Dance Dance Revolution: Mario 
Mix on GameCube, because it's the one 
game where Waluigi gets to play the 
main villain, we finally get to see some 
of his desires in life (such as being the 
greatest dancer), and (for a short time, 
in anything other than a sports/party 
game) we finally see Waluigi succeed in 
what he sets out to do. - DANNY 
AIKINS 


The game that I think Waluigi was best 
depicted in was Mario Party 3. Mainly 
because, as his debut into that series, 
they gave him the honor of being the 
final playable character boss in Story 
Mode. The idea that he stole and van- 
dalized Luigi's map for that game was 
perfect for him. — ALEX JAMES 


His best appearance has to be in Mario 
Kart 8 and 8 Deluxe. He seems right at 
home messing up other people's races. 
1 use him more than anyone else in 
Mario Kart. — SAM SOLOMON 


Waluigi’s greatest gaming appearance 


CREEPING THROUGH THE SHADOWS 


| think the best direction for a Waluigi game to go in would be akin to where 
Luigi’s Mansion took Luigi. Make a new setting with a new supporting cast 
member or two, and keep Wario’s appearance to a cameo or two at most. As fora 
specific setting, | actually think a light-stealth/sabotage game would fit Waluigi. Sorta 
like how Kingdom Battle is Nintendo’s XCOM, make a Waluigi game into Nintendo’s Metal 


Gear or Nintendo’s Splinter Cell. — JASON HUNT 


Waluigi was born to be bad. | would love to see Waluigi star in an adventure/stealth game 
where you control Waluigi and a gang of minions through a series of stealth missions and 
heists as he covertly steals hoards of coins from treasuries all over the Mushroom Kingdom 
to achieve some selfish (but harmless) fantasy. Imagine Waluigi sneaking past legions of Toads 
(who guard the vaults housing mountains of gold) on his way to illegitimate fortune. Stealth/heist 
is something that | would be incredibly excited to see Nintendo's take on. — CHRIS М. 


Stealth was a popular suggestion for Waluigi! These were just two such submissions! 


thus far has been (spoiler alert) as the unifying final 
boss in Octopath Traveler that ties all the stories 
together. What a wonderful twist! — DYLAN LEE 


What if Waluigi was in a dating simulator game? Of 
course this would be no average dating sim — since 
you're playing as Waluigi, your goal is actually the 
opposite of most dating sims! In classic Waluigi 
fashion, you're jealous of all the love and romance 
around you. So you decide to take things into your 
own hands and pull off a variety of nefarious pranks 
to interrupt couples’ romantic moments! = DEREK 
J. RACEK 


Like Wario, Waluigi would best be used in a role that 
Mario or Luigi simply could not do, on account of it 
tarnishing their good names. I'm thinking of using 
Waluigi in a Conker’s Bad Fur Day sort of role. Let 
Nintendo make the M-rated, disturbed, twisted, 
dialogue-heavy 3D platforming game they could 
never do before, and put Waluigi in the starring role. 
Multi-million seller right there! - AARON 
TOMLINSON 


Team up Tingle and Waluigi in a platforming adven- 
ture game (a la Yooka-Laylee). They could keep 
messing up each other’s plans unintentionally 
because Tingle’s motivations are hazy, at best 
(Become a real fairy!), and Waluigi isn’t sure what 
he’s supposed to be bad about. Tingle can carry 
Waluigi in high areas and Waluigi can carry Tingle on 
his back (piggyback style) as they traverse ground 
areas. Or maybe a straight platformer where Tingle's 
balloons provide the double-jump capability for 
Waluigi (who already jumps high like Luigi). Needs 
lots of dialogue, though. | want to see the crazy 
circles these two can dance in trying to talk to each 
other! - DONNY WISE 


I’ve always had this idea for a game called "Waluigi 
#1". Waluigi doesn’t fit into any genre, so similar to 


WarioWare, how about a game that’s every genre? 
He’s the ultimate "bad knock-off," so that’s what his 
game would be! He picks up a rusty pipe and goes 
on a short adventure a la Legend of Zelda. He uses a 
feather duster to beat ghosts like in Luigi’s Mansion. 
There's platforming, minigames, motorcycle racing 
(against other Waluigis only), a Mario Party-style 
board, a Metroidvania, a game where he's a super- 
hero, all these different things — but all told through 
the dreams of Waluigi. So there’s a bunch of imagery 
throughout of Luigi getting hurt, Waluigi finally 
wooing Daisy, and of course Waluigi’s face would be 
everywhere and on everything. Just a celebration of 
Waluigi. Because, as we all know: WALUIGI NUMBER 
1 — NOAH GOODMAN 


I'd love to see him in more of an adventure style 
game with platforming elements than a pure plat- 
forming game. Have him in a weird New Donk City- 
style setting where he's solving some kind of bizarre 
mystery adventure. Waluigi Noir. — CHASE JONES 


Give Waluigi a sports game to himself where all he 
does is sabotage other people's equipment. Seems 
fitting. — JOHN KNUDSEN 


Easy! Waluigi: Plumber's Apprenticeship Simulator. 
Waluigi doing the work of an actual plumber, in first 
person. — MIKE HARVAT 


"Waluigi's Time Machine!" It would feature him 
stealing a time-travel device from E. Gadd or Dr. 
Crygor, traveling to various Nintendo games with the 
intention of ruining them so Nintendo will only make 
"GOOD WALUIGI GAMES FROM NOW ON!" . . . only to 
turn out to be the reason those games were suc- 
cesses to begin with! — ALEX JAMES 


Episodic Open-World On-Rails Psychological Match-3 
Horror Pinball with Steampunk Chess Bowling 
(Waluigi Hates This). — ALTON CHIU 


СЭ 


DON’T ANGER С 


THE OX $: 


Do you believe third parties are artificially 
delaying Switch versions of their games to try 
and get a "double dip" from owners of multiple 
consoles? I'm not saying it's necessarily an evil 
practice, when the Switch release comes bundled 
with previous DLC for example. — KEVIN 
BOWYER 

Some, maybe. Depends on the game. Anything 
on newer hardware, I think the Switch is dif- 
ferent enough that porting games to it takes 
more work. But if it's something like, say, a 
collection of NES games that's been released 
on other platforms? That does raise a few 
eyebrows - that is, assuming they ever 
announce plans to bring them over at all. 


What's your stance on Nintendo remaking Mario 
& Luigi: Bowser's Inside Story as opposed to 
Partners in Time? — OWEN MCMILLAN 

I liked Partners in Time, but given people are 
lukewarm to it, 1 think it could have used the 
remake treatment more, maybe to address 
some of those issues. Bowser's Inside Story 
was nearly perfect as it was. 


TS 


The Smooth Jazz Waluigi meme sp 
these five purple-clad horn-blowe 
on who they are and why they cam 
"Our marching band (from Ocean 1 
the opportunity to dress up. The f 


viral on Tumblr. Shout out to my 


nd director, 


read like wildfire through most of 2015, making semi-celebrities out of 
rs. For this special Waluigi issue of NF, we decided to do some digging 
e along to brighten our lives. Gus Thornton (Waluigi, far right) told us, 
Township High School) was performing in a Halloween parade and had 
ive of us friends decided what better character to be for the occasion 

than the illustrious Mr. Waluigi? This photo was snapped by our ba , and then proceeded to go 
om for making the buttons!" Aaron Sottile (Waluigi, far left) added, 


"Ever since then, | find myself waking up at night in a cold sweat. Gentle breezes flutter across my face 


and stir me from my slumber. J 
That sounds pretty terrifying, but 


Chuck Kautz (Waluigi, center) had a more 


on the experience, stating, "Unity was our priority, and there was no better c 
appreciated star in the Mario universe. We all really identified with the character. None of us expected 
the reaction to the photo. People in school came up to us for weeks asking if 


was short-lived, and gave insight t 


o the craving we all have to be paid attenti 


azz hands! I can't stop, and then | hear it.. 


. WAAAAAAHHHHHH!" 


upbeat, philosophical take 
hoice than the most under- 


we'd seen it. The attention 
on to, just like the premise 


of Waluigi’s entire character. Despite increased demand and popularity, Nintendo still has yet to make 
Waluigi a playable character in Smash, shutting him down again, hence shutting down our attempt at 


boosting his popularity. Even whe 


n you think you can make a difference, you 


can’t. We are all Waluigi." 


THE PLAYER’S POLL 


Congratulations to Derek J. Racek, the winner of our Waluigi-themed Player's Poll! 
Your new chance to win is below, and this time around we're interested to know 
your thoughts on a few questions inspired by Super Smash Bros. Ultimate! 


Not a question so much, but a 
request! Share with us your 
best story of playing Smash in 
the past. What happened? 
When? Who were you with? 


If you were the director Finally, you knew there had to 
instead of Mr. Sakurai, be a character question. Who's 
how would you create the your all-time dream fighter? 
Ultimate version of Super Even if they're wildly unlikely, 

Smash Bros.? who do you want on the roster? 


Send your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #35" - this time, one reader whose answers are picked 
for print will win a copy of Super Smash Bros. Ultimate for Nintendo Switch! 


COMIC BREAK 


I'M PACKING MY BAGS, AND I'M CHARGING MY PHONE, | | I MIGHT BRING SOME SNACKS, AS I WON'T BE ALONE. 


I'VE BEEN 'ROUND THE WORLD, TO INCREDIBLE PLACES | 


SN 


BY MATTHEW LOFFHAGEN 
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THE SECRETS 


ls the director of Super Smash Bros. Ultimate hidin 


CONSPIRACY THEORIES ARE 
running wild throughout the Super 
Smash Bros. fandom. 

Not that that’s anything new, mind 
you. Speculation-crazed Smash fans 
have spent years overanalyzing every 
detail of every piece of media that 
Masahiro Sakurai puts out for the 
public, sure in the knowledge that 
some subtle visual clue will give early 
confirmation to a future announce- 
ment. Over a decade ago, many were 
convinced that the shapes of clouds in 
the sky of a Super Smash Bros. Brawl 
cutscene were hinting at the imminent 
arrival of Ridley. (They weren't.) Four 
years ago, a Pac-Man-shaped cloud 
appeared behind Greninja in his reveal 
trailer — a few months before Pac-Man 
got his own reveal at E3 2014. (That 
one seems more plausible.) 

Now, though? Fans are debating the 
meaning of the chairs. 

Above, please see a screen capture 
of Mr. Sakurai from the August 8 
Super Smash Bros. Ultimate Direct. To 
his right, please see two chairs: one 
purple and one yellow. (Or green?) 
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For some Waluigi fans, this pair of 
chairs has become their salvation. 
They mean that Sakurai has seen the 
error of his ways and will be adding 
Waluigi as a playable character in 
Smash Ultimate after all! 

It’s a bit too far of a leap in logic for 
me, personally. Granted, it is odd that 
two chairs of two different colors are 
placed so conspicuously there, but to 
extrapolate playable Waluigi from 
them? The purple chair equaling 
Waluigi’s purple, sure. But yellowish/ 
greenish? | don’t know. 

But wait! There’s also a rival faction 
at work — a second group of fans who 
are claiming that the chairs’ colors 
combine together with the pattern of 
the pillows on the couch behind Mr. 
Sakurai to confirm that the next 
Smash fighter will be Skull Kid from 
The Legend of Zelda: Majora’s Mask! 
Their reasoning is that the chairs 
match the colors of Skull Kid’s two 
fairy companions, Tatl and Tael. (Plus 
the fact that the old Skull Kid Assist 
Trophy hasn't been seen in Ultimate 
yet.) 


OF SAKURAI 


g hints in plain sight, or are fans | just plain crazy? 


It all sounds insane, | know, but it’s 
going to end up even crazier if any of 
these theories get proven right. 

One final one that seems the most 
likely to me: a Golden Sun tease. The 
screenshot seen below appeared on 
the official Smash website in Japan, 
and it’s composed Link, Marth, Shulk 
and Monster Hunter’s Rathalos all 


together and framed them all in a way 
that makes the scene look just like a 
battle sequence from Golden Sun. (It 
used the same behind-the-heroes 
camera angle for combat.) Isaac, the 
hero of the first Golden Sun and a fan 
request for Smash for years, also has 
not been reconfirmed as an Assist 
Trophy. What does it mean!? — LUCAS 


WALUIGI ENRAGES 
Е EGGIE A battle is brewing. 


HE CAN NEVER catch a break, can he? 

Waluigi? No, not him. Reggie! 

Nintendo of America President and COO Reggie Fils-Aimé must be so 
proud heading into E3 every year. He holds each event's reveals in his 
mind in total secrecy, surely excited to see how fans will positively 
react to each new announcement. And, sure enough, plenty of positiv- 
ity, shouts of praise and ovations of approval flow through the fandom 
via social media while each Nintendo Direct plays out in real time. 

After each presentation is over, though? The naysayers swoop in. 
The complainers. The people who have just received dozens of bits of 
news to be thrilled about, but instead choose to fixate on some single 
reveal that they were wanting, but didn’t happen. 

This year? Waluigi was the complaint of choice. Reggie, clearly, got, 
well, not enraged, but at least exasperated about the whole thing. 

"You would think [all of the Super Smash Bros. Ultimate reveals at 
ЕЗ 2018] would be enough to satisfy the fans. But noooooo! The fans 
have to focus in on one character that isn’t part of the series and to 
demand their inclusion," said Reggie, in an interview with Waypoint a 
few weeks after the expo. He continued, "So, one of the good things 
about the way we approach E3 is when it’s all said and done we step 
back. We look at all of the feedback and share with the devs and cer- 
tainly Mr. Sakurai will be aware of the groundswell of support that 
appeared for a Waluigi. And in the end it’s his decision to make." 

So Waluigi requesters should feel encouraged that Mr. Sakurai has 
absolutely been made aware of the massive fan demand for him to 
become playable in Smash . . . but Waluigi requesters should also cool 
it, because other reports have come in since E3 that several fans have 
taken the "groundswell" too far and pushed into harassment territory. 
It’s fine to send Nintendo your input and opinions — it’s not fine to 
berate individual employees on social media over and over again. 

That, surely, must honestly anger Reggie as he looks out for the 
well-being of his employees and colleagues. Don’t make him mad, OK? 
— LUCAS 


DON’T CALL 


ITA COMEBACK 
The NES has been here for years - it's 


still rockin its peers. 


WHAT A SAGA this has been! 

At this point two years ago, we 
were still reacting to the announce- 
ment of the NES Classic Edition. A tiny 
re-creation of the original Nintendo 
Entertainment System outfitted with 
modern tech like HDMI output and 
save states and pre-loaded with 30 
classic 8-bit games, it seemed primed 
to become Nintendo’s hottest item of 
the 2016 holiday season (especially 
since the Switch launch had been 
bumped into early 2017). 

And so it was a massive success! It 
went on sale on November 11 that year 
and stores could not keep a single unit 
on the shelf for more than a minute. It 
sold out everywhere, nearly instantly, 
and it quickly became apparent that 
Nintendo had not manufactured 
nearly enough to meet the incredible 
nostalgia-driven demand. Leading up 
to Christmas and over the months that 
followed, scalpers earned their payday 
by flipping units for prices well above 
the $59.99 MSRP. Some fans stayed 
patient, trusting in a restock instead of 
turning to eBay. 

Nintendo, then, rewarded their 
patience by... discontinuing the 
system? Yes, just five months after its 
aunch, the Big N pulled the plug in 
April 2017, and the NES Classic was no 
more. In hindsight, we can assume 
that the company was gearing up the 
production lines to get ready for the 

follow-up SNES Classic that would be 
revealed late in 2017. At the time, 
though, people were just mad. 


And vocal! And they let Nintendo 
know it, and Nintendo took notice, 
eventually relenting and promising to 
restart production of the tiny little 
NES. The long-awaited relaunch of the 
product finally happened this past 
June 29. It then managed an impres- 
sive feat: It became the best-selling 
console in the whole month of June! 

Yes, even though June only had two 
days left when it relaunched, the NES 
Classic sold enough in those 48 hours 
to beat out the Switch, the Xbox One 
and the PlayStation 4 on the industry's 
official console sales rankings by NPD. 
We're halfway through the year 2018, 
friends, and sitting on top of the sales 
charts is the Nintendo Entertainment 
System. What a time to be alive. 


l'm amazed that there 
were so many people left 
waiting for an NES Classic 
after not getting one two 
years ago, and that they all 
must have been watching 
like hawks to swoop in and 


finally grab one on June 
29! At this point, an N64 
Classic just has to be in the 
works, right? Or a Game 
Boy Classic? Bring on 
more Classics, Nintendo! 


— LUCAS 
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COLLECTOR'S CORNER 


THE WALUIGI COLLECTING SPECIAL! 


Looking back on the many different pieces of merchandise depicting the maniacal mustached man. 


IN 2002, BANDAI released the first piece of 
Waluigi merchandise. It was from a Mario Party 4 
set of figure straps meant to hang off cell 
phones. It was an odd set to be introduced to the 
world of merchandise, but this is a character that 
feels right at home with odd, inexplicable intro- 
ductions. 

The piece shows him holding up Boo’s Crystal 
Ball, just like it does in the official art for the 
game. It also should be noted that the only 
playable character not in this set is Daisy, so 
Waluigi won out over her in this instance! He was 
seen next in his standard kart from Mario Kart DS 
from Kyodo Co., Ltd and remains one of the more 
rare pieces in that set. He was also on a bike and 
in a kart for Mario Kart Wii, with pullback figures 
from Suntory and Tomy respectively. A chibi-style 
figure from Tomy was available in blind boxes 
under a generic Mario Party license around the 
time of Mario Party 6, and a keychain figure was 
released in a very limited set of Super Mario 
keychain figures from Banpresto in Japan in 
2008. Things were quiet for him until 2012, when 
Goldie/Popco featured him in Wave 4 of their 
Mario figures. A pin set was produced exclusively 
for the Nintendo World Store — now Nintendo NY 
— that had new art for several iconic Mario char- 
acters, and Waluigi was one of them. 
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Next would be the Choco figures from Furuta. 
Collectors would buy a blind box, eat some choc- 
olate and then crack open a capsule to finda 
figure, and Waluigi was one of the characters in 
the second set, and he was later featured ina 
sports set with a pose mirroring his official char- 
acter art from Mario Super Sluggers. 

The rest of Waluigi’s merchandise burst onto 
the scene rather quickly. San-ei came out with 
the plush you see in the photo, and San-ei is 
widely considered the best Mario plush maker. A 
very rare plush was issued from Goldie/Popco in 
a five-pack at the tail end of their plush line. 
(Because the sets were faked, | had ruled it out as 
fake at first, especially because there was never a 
Wario in the set!) The large figure came from 
Japan Auto Toy in 2013, and the "bottle-topper" 
hat was released in the second set of Super Mario 
hats found in capsule machines in Japan from 
Takara T-Arts. K'Nex came out with a Waluigi 
figure in their blind bags in Series 4 and 12, but 
very few had the opportunity to snag him, as he 
was an "Elite" tier rarity for both. 

Then Jakks Pacific got the World of Nintendo 
license, and in Set 1-1, Waluigi was set loose as a 
2.5" figure and then as a 4" figure with more 
articulation in the 1-5 line. The smaller figure was 
also available in a more open package found in 


checkout lanes at Walmart. 

Waluigi’s amiibo is still his most recent official 
figure at the time of this publication, but a flat 
rubber backpack buddy has just come out as his 
latest piece of merchandise overall. 

It should be noted that there are counterfeit 
products on the market as well. Most of San-ei’s 
Mario plush line has been faked, and the counter- 
feiters make it really tough to tell the difference. 
Pointers for spotting them include prices that are 
too good to be true, bad or blurry print jobs on 
the tag and inconsistent stuffing — like too much 
or too little. A larger figure based on the first- 
ever piece of merch with Mario Party 4’s Waluigi 
holding Boo's Crystal Ball looks really odd with a 
bad sculpt and wayward eyes. He’s often referred 
to as being in the Banpresto Sofubi DX set, but 
that set has more fakes than official figures at 
this point. Characters like Bowser, Toadsworth, 
Toadette and more are part of this fake set, and 
you can tell from the bad sculpts or knowing who 
was released officially. 

Overall, Waluigi's averaged one new piece of 
merchandise depicting his lovable/loathable 
likeness for each of the 18 years he's been a part 
of the Mario pantheon, and it'll be exciting to see 
where he'll pop up next! 

It just won't be as a Smash Bros. amiibo . . . 


‚атпоо: 
Collector’s Corner is compiled by Brett Martin, the world record holder $ » 
for the largest collection of video game memorabilia on Earth. For more соо! 
collectibles and information on how to order from import shops, visit his site, U Р D AT E 


The Video Game Memorabilia Museum, at videogamemm.com 


AFTER SEVERAL SLOW months, it seems like the amiibo 
train is picking up speed once again. The Splatoon 2 two- 
pack featuring Pearl and Marina has been released, and 
now we have our release date for the Octoling three-pack: 
December 7 will be the day for North America (which is a 
month later than Europe and Japan, unfortunately). | 
suppose they need to ramp up production numbers for 
our larger region, hence the delay. Still, it is a disappoint- 
ment that other regions will have a chance to mess around 
with whatever unlocks the characters provide, which have 
traditionally been clothes, shoes and weapons. The pack 
will come with a fuschia Octoling Octopus, an Octoling Boy 
and Octoling Girl, all ready to get some serious splat on! 
We're still also anxiously awaiting the release of the 
Treasure Trove amiibo three-pack for Shovel Knight’s 
baddies, though the next third-party amiibo isn’t far away: 
Mega Man 115 redesigned Blue Bomber arrives in figure 
form on October 2. (It’s a GameStop exclusive, remember.) 
We're now seeing the effect of the E3 announcement of 
new fighters being added to the Smash Bros. line for 
шог» Super Smash Bros. Ultimate: Ridley, Wolf and the Inkling 
Girl went up for pre-order across various sites in late July. 
We also saw a price jump. The trio has a release date of 


iH U G A Pac K O F PI KA( H U December 7, to match the game's release. We can all 
assume that these amiibo will function the same as they 


. , did for Super Smash Bros. for Wii U апа 305, in that they 

Celebrate 20 years of Ash and Pikachu 5 adventures! will allow you to train "Figure Players" by fighting against 
them and leveling them up. They will then take on your 

MEGAHOUSE AND THEIR G.E.M. series of 1/8 scale figures feature many different characters playstyle and you can summon them as allies in battle, or 
and series. Their Pokémon figures in this line feature characters and designs from several eras else watch amiibo-only battles where the CPU takes over 
of the animated show. The figures lack articulation, but have great dynamic poses reminiscent your playstyle and attempts to utilize it against other 
of the anime and games. Each figure is made with PVC and hand-painted. A set with Gary and fighters. Where most amiibos retailed at $12.99, these new 
Blastoise just released, but the latest is a group pose with Ash and eight Pikachu friends in ones are retailing at $15.99. Not a huge jump, but it does 
various poses. When this set is purchased from the Premium Bandai Shop, you get a free female add up when considering the new potential of the line. No 
Pikachu! The quality is high, but so is the price. This statue/figure is up for pre-order at various visuals yet of the Daisy amiibo, or any of the other return- 
sites for around $70-80 for a late October release. Perfect for the 20th anniversary of the show! ing veterans: Young Link, Ice Climbers, Snake, Pichu and 


Pokémon Trainer are still needed in the line. 

What's more, it’s been confirmed that the five latest 
additions to the cast — Simon, Richter, Chrom, Dark Samus 
and King K. Rool — will also get all-new Smash series 
amiibo, while the fighters returning from the 3DS/Wii U 
cast will have their old amiibo reissued. All of those will 
arrive in 2019. 


Hor WHEELS MARIO KARTERS 


But one character seems to be missing from this lineup . . 


THERE HAVE BEEN two sets of Hot Wheels cars from Mattel featuring Mario char- 
acters already. One set had classic vehicles painted with box art from various Mario 
games, and the next designed cars to look like our favorite heroes and villains from 
the Mushroom Kingdom. This all-new third set takes a far stride from the normal 
Hot Wheels car formula and features the characters themselves sitting on karts 
from the Mario Kart series! Mario, Peach, Wario and Rosalina are in standard karts, 
which is fine. Bowser is in the Badwagon, Luigi is in the Mach 8, Toad is in the 
Sneeker and Yoshi is in the B Dasher. I’m not sure why they’d go through more 
effort for those four racers, but it gives a nice diversity in the set. The only release 
date information given was an ambiguous "2019," so we'll all have to wait and see 
what exactly that means. No Waluigi in this set, though... 
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MEGA MAN: FULLY CHARGED DEBUTS! 


The Blue Bomber is back in action in cartoon form! 


WELL, THAT WAS fast! A total of 10 episodes dropped onto Adult fans may take umbrage with If you find yourself getting 

In our big Mega Man issue last the Cartoon Network website and app the show’s tone and how it changes so upset about the existence 
time, we checked in with the progress in advance of the broadcast debut, many things from the source material ofthis Mesa Man. iust 
being made toward the launch of the too, and fans now know for sure that — Dr. Wily, for example, is a child pal of b i M X 
new cartoon, Mega Man: Fully Charged this is a Mega Man unlike any we've Mega Man's named Bert in this world. Terember niega vien zv 
— it seemed set to debut sometime in seen before. Aki Light is a robot, but But adults aren't the target audience And MegaMan.EXE. And 
close proximity to the release of Mega lives as a normal boy, going to school here, and it's clear that Capcom is Volnutt, and that one from 
Man 11 on October 2. But then things alongside his human sister, Suna. And simply casting a wide net to attempt a Star Force... there are lots 
must have gotten accelerated behind when trouble strikes their city, he full-scale revival of the Mega brand. of Mega Men. Having dna 
the scenes! The new cartoon is out shouts "Mega-nize me!" to transform! That should make everyone happy! 


now, having premiered on Cartoon more is fine. — LUCAS 


Network on August 5! 


Great! 


Feedback about Waluigi К 3 vey A bunch of people were 


in Smash reached Sakurai! а jerks about it. 
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GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


& DLC! 


Upcoming add-on content. 


WITH NO MENTION at £3, Nintendo’s official announcement 
of the long-delayed localization of Japan’s Yo-kai Watch Busters 
instead dropped a couple of weeks after the industry's biggest 
annual show, setting up an under-the-radar release coming 
soon: September 7! It’s been slightly renamed to become Yo-kai 
Watch "Blasters" instead, and we've got a preview penned and 
prepared for your perusal on Page 36. 


FOLLOWING ALONG JUST one week later will 
be the latest and greatest from the new Nintendo 
Labo product line! Vying for your attention, your 
time invested in folding them all together and ulti- 
mately a space among all your other gaming gear 
are the new Toy-Con Car, Plane and Submarine, 
together forming the Vehicle Kit! See Page 31! 


SINCE IT’S BEEN known for a long time that Nintendo’s launch 
of the Nintendo Switch Online service is set for September, 
many of us predicted a major multiplayer game launch from the 
Big N to serve as a flagship for the subscription. That doesn’t 
seem to be happening (barring a last-minute surprise) — but all 
the better for Sega’s Valkyria Chronicles 4, which hits store 
shelves on September 25. A free demo is in the eShop now! 


THE BLUE BOMBER is almost back in action! Only 
a few short weeks remain until October 2 as I’m 
writing this, and it feels surreal to be so close to the 
launch of an all-new, numbered, original series 
Mega Man sequel! It’s been eight years since the 
last one! Let the hype take control and direct your 
fingers to flip to Page 34 for our final preview. 


HAD WE GONE the "normal" route for this edition of NF, 
Super Mario Party might have claimed the cover and given a 
big, bold piece of Mario art the focal point once again. But no! 
Not this time!! It's WALUIGI TIME! Everyone's favorite eggplant- 
attired anti-hero is playable in this new Party game, which is 
good enough to declare him the real main character. Right? We 
take a closer look starting on Page 32. (It drops October 5.) 


AT LAST, AN answer! Bandai Namco revisited and 

remastered the original Dark Souls adventure and 

released it on PS4, Xbox One and PC back in May, 

and the Switch version was meant to launch at the DARK SOULS 
same time — until it got delayed mere weeks ahead EMASTERED 


of time. Now it's finally got a new release date: 
October 19, 2018, along with the Solaire amiibo! 


It’s going to be a busy couple of months ahead, as I’m hoping to 
personally play just about everything that’s planned for release in 
September and October! . . . Well, maybe not Dark Souls. Probably 
too scary and gruesome for me! I'll go praise the actual sun from my 
backyard and let someone else tackle that one! — LUCAS 


SOME CONFUSION HAS been swirling 
around this one, so let’s try to sort it out. 
Xenoblade Chronicles 2: Torna ~ The 

Golden Country is an all-new adventure 
that serves as a prequel to the main 
Xenoblade Chronicles 2 game. It’s going to 
be made available in two ways. 

First, it’s being offered as download- 
able content. It’s part of the Xenoblade 
Chronicles 2 Expansion Pass, which has 
been on sale since the main game first 
launched late last year. The Expansion 
Pass costs $29.99 and unlocks things like 
the Rare Blade Pack, Helpful Items Packs 
and the Battle Challenge Mode in addition 
to the new Torna content. The Torna story 
goes live on September 14 for fans who 
go the DLC route. 

Second, it’s being offered as a stand- 
alone game on a physical Switch cartridge 
that will be sold in stores starting on 
September 21. In that form, the price for 
Torna ~ The Golden Country will be $39.99 
— so, 10 bucks more expensive to own it 
tangibly. You don’t need to have the base 
Xenoblade Chronicles 2 game to play the 
Torna cartridge (though you'd be kind of 
ruining a lot of the story for yourself if 
you played Torna first). The Torna 
physical box will also contain a download 
code for the Expansion Pass, and that 
part is only playable with the main XC2. 

Some fans got confused thinking that 
the physical Torna box would not contain 
a cartridge, but rather just the Expansion 
Pass download code. Not so! The cart will 
be there. So pick physical if you prefer! 
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WALUIGI'S 


INDIE INVITATIONS 
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GET CARDED 


NSO memberships are on sale now. 


THERE’S NO SUCH thing as a free lunch. Not anymore, 
anyway! 

While the first year and a half following the launch of 
the Nintendo Switch was blessed with entirely free online 
access used by the multiplayer modes of games like Mario 
Kart 8 Deluxe, Splatoon 2 and Sushi Striker, those same 
modes of those same games will be placed behind a 
paywall starting in the second half of September 2018 — 
just a few weeks after this issue is sent out our door. 
Anyone who wants to continue playing them as before will 
need to pay a fee — either monthly, every three months or 
once per year — to purchase a subscription to the new 
"Nintendo Switch Online." 

We've looked ahead at NSO a few times already, even 
previewing it again in our last issue as we looked forward 
to one of the bonuses Nintendo has lined up to entice fans 
to subscribe: a Netflix-like selection of classic NES games 
updated with new online functionality (and functionally 
serving as а replacement for the old Virtual Console). 
Somewhat concerningly, though, we’re past the halfway 
point in August as of this writing and no further details 
have yet been shared about that lineup of 8-bit titles, or 
about any other aspect of Nintendo Switch Online. The 
company’s social media keeps pointing people toward the 
same barebones official website for more information, but 
there's little to be found. 

Surely Nintendo will have a big blowout soon? A Direct 
that will finally go into real detail about the whole deal? It 
needs to happen soon! 

In the meanwhile, though, some retailers have already 
started selling subscription cards like the one pictured 
above. Well, maybe not exactly like the one pictured there 
- seems awful placeholder-y, and probably doesn't even 
represent a real, physical card, but just some digital code 
for access. I’m going to assume that real, tangible cards 
will be on sale in brick-and-mortar retailers soon, though, 
just like there are for PlayStation and Xbox players. And 
having access tied to physical cards is often good, as you 
can frequently score them on sale, or even give them out 
as gifts! (They're perfect stocking stuffers.) — LUCAS 
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SEGA’S SOLUTION 


The House of the Hedgehog presents the Sega Ages collection. 


RETRO GAMING HAS become the new Wild 
West on the Switch. In the absence of the normal- 
izing, stabilizing, all-encompassing umbrella of 
the Virtual Console brand that covered such 
releases on the Wii, the 3DS and the Wii U, com- 
panies have been coming up with their own solu- 
tions for how to best repackage their retro wares. 

Capcom’s pushed for physical compilations, 
presenting the recent Mega Man and Mega Man X 
Legacy Collections, each containing four to six old 
games and a few added features to polish them 
up. Hamster Corporation’s Arcade Archives label 
has been entirely digital, focused on presenting 
the contents of classic coin-op cabinets with as 
much authenticity as possible. Nintendo? A two- 
pronged approach of physical Classic Mini 
consoles for store shelves . . . and then whatever 
the Nintendo Switch Online selection of NES titles 
is going to be. 

And now, Sega's speeding into the fray. They're 
no stranger to reselling their hits from earlier 
eras of the industry, as high-profile titles like 
Sonic the Hedgehog have been ported to count- 
less systems in the years since the company gave 
up making their own machines (though you can 
walk into any Walmart and find plenty of "60 
games in one box" mini Genesis consoles, 
probably on clearance). There's reason to be 
excited about the Sega back catalog again, 
though, because all signs are pointing to their 
new approach being of much higher quality than 
those chintzy plastic plug-ins — and they're going 
for deeper cuts this time, not just sticking with 
Sonic and its sequels for the umpteenth time. 

The new brand for Sega re-releases is "Sega 
Ages," and its first games should be rolling out as 
this issue is rolling into your mailbox. Contracted 
to develop these new encores is M2, the most 


respected, most proven emulation experts in all 
of gaming. M2 developed the glorious 3D Classics 
line of Sega re-releases for 3DS. They created the 
actual Virtual Console code for Sega's systems on 
the Wii, and the brilliant Game Boy Advance VC 
program for the Wii U. They absolutely know their 
stuff. And they often add fun extras, too! It'll be 
exciting to see what bells and whistles we get. 
The launch lineup for Sega Ages appears 
above, with Sonic the Hedgehog (of course) set to 
be the first out of the gates. Will it surpass all the 
307 past versions of the same game on older 
hardware? | hope so, because I want the bar 
raised for all the companies competing in this 
new Wild West of retro re-releases! — LUCAS 


his Game's Full of Bugs! 


HOLLOW KNIGHT 


IT'S CHALLENGING TO describe 
just how incredible Hollow Knight is. 
From screens alone, it exudes a 
seemingly contradictory mix of exu- 
berance and dreariness, portents of 
the depth of complexity you wouldn’t 
expect from a 2D Metroidvania about 
insects that fight using rusty nails 
and sewing needles. 

The squeamish might recoil 
slightly at that thought, but with 
their soft edges and hand-drawn ani- 
mations, you might even consider 
these bugs cute — if not for the 
empty voids where their eyes ought 
to be. The world they inhabit, the 
ruined subterranean kingdom of 
Hallownest, is painted with the same 
brush. The detail and expressiveness 
in every structure is counterbal- 
anced with a muted color scheme, 
hallmarks of a decayed realm that 
once teemed with life. 


PUBLISHER/DEVELOPER: 
SAN TEAM CHERRY RATING: E10 


In its basic form, the story 
involves a nameless Knight who must 
rid the land of an infection that has 
slowly corrupted its citizens. The full 
scope of your quest is never made 
explicit, leaving you to draw your 
own conclusions from scattered bits 
of lore, environmental debris and 
NPC conversations. You can have an 
enjoyable enough time without 
giving the details further thought, 
but putting in the extra effort makes 
your mission feel like a chapter in a 
much larger epic. 

Speaking of large, Hallownest is 
absolutely massive. In true Metroid- 
vania fashion, new zones become 
accessible as the Knight acquires 
new abilities. However, on several 
occasions you're presented with 
choices on where to visit next. You 
might even be spelunking through a 
murky cavern, only to stumble down 
a chasm into a completely new area. 
All told, a casual first playthrough, 
exploring at your own pace, can last 
over 30 hours! 


To chart the land, you must first 
seek Cornifer the Cartographer in 
each area and purchase his maps. 
These are always woefully incom- 
plete, but simply venturing down an 
unknown corner of the region is not 
enough to fill in additional informa- 
tion. Only while the Knight is resting 
on a save bench does he pull out his 
quill and jot down the new details. As 
a result, there's a greater sense of 
unease when charging into foreign 
territory than there would be if your 
progress were constantly up-to-date. 

Hollow Knight is all about making 
you feel uneasy. Such is the nature of 
combat, which predominantly relies 
on close-range strikes with your 
bladed Nail in any of the four 
compass directions. At the start, you 
have five hit points, and by collecting 
Mask Shards you can eventually 
expand that to nine. That means 
that, at most, you can suffer nine 
strikes from an enemy — sometimes 


less if they deal double damage. All 
it takes is one small slip, then it's 
back to the last save bench. In short, 
combat is HARD! 

There are also no health resto- 
ration items! Instead, striking 
enemies fills up your Soul gauge, 
which in addition to powering offen- 
sive spells is also used to refill 
health. You must stand still and hold 
A to Focus and slowly convert Souls, 
but doing so leaves you vulnerable. 
During any of the numerous boss 
encounters, capitalizing on lulls in 
their attack patterns to Focus can be 
more crucial than actually attacking. 

You do have an ace up your sleeve 
in the form of Charms, badges that, 
once equipped, provide a range of 
bonuses such as additional health 
and improved Focus speed. But ulti- 
mately, it's your own skill that deter- 
mines your fate. There are no 
experience points here. You can't 
brute force your way through with a 
satchel of potions. There's only a 
delicate dance of strikes, dashes and 
spellcasting, fine-tuned over hours 
of sweat and toil. 

The hauntingly beautiful journey 
through Hallownest raises almost as 
many questions as it answers. Yet 
you are compelled ever onward, 
drinking in the curiosities of the 
world, bathing yourself in the ritual 
of combat and screaming in triumph 
after every hard-fought victory. 
There's never a low point. Only the 
desire for more. — TONY 
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Battle for the Bad Bananas! 
MARIO + RABBIDS KINGDOM BATTLE: 


DONKEY KONG ADVENTURE 


“MARIO RABBITS” HAS become 
the most-played game in the Thomas 
household once again. My sons and | 
were enthralled by Ubisoft’s turn- 
based tactical gameplay and the 
worlds-colliding crossover storyline 
that saw Mario’s Mushroom Kingdom 
invaded by the wild, loud and insane 
Rabbids characters when the base 
game first launched last year, and we 
spent the first half of 2018 waiting 
(as patiently as possible) for the 
arrival of this DLC expansion. Well, 
the Donkey Kong Adventure finally 
debuted. And it’s even better! 
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Yes, I’m comfortable with going 
ahead and claiming up front that 
with an extra year of development 
time, a greater degree of polish and 
a more focused gameplay scenario, 
DK's campaign through this bunny- 
battling strategy world is even more 
incredible than Mario's was. And | 
absolutely loved Mario's! 

The story is a mid-quel to what 
came before, branching off after 
Mario's first chapter ends but before 
his second begins. In that time, his 
ally Rabbid Peach finds herself sepa- 
rated from the rest of the party, 


flung all the way out to a tropical 
island outside the Mushroom 
Kingdom’s borders. There, she dis- 
covers that Rabbid Kong (who was 
defeated by Mario's gang at the end 
of the main campaign's Chapter 1) 
has retreated here and is busy 
building up a new base and bulking 
up through liberal consumption of 
"Bad Bananas," which multiply his 
strength — but also make him act 
more evil. Not just plot-moving 
MacGuffins, though, the Bad 
Bananas’ presence here changes the 
core gameplay by adding a few new 
combat scenarios! 

"Stop the Smugglers" is one such 
new addition. While the main game 
had several "Reach Area" missions in 
which the condition for victory was 
simply moving one of your heroes to 
a single glowing zone on the battle- 
field, Stop the Smugglers battles 
invert that idea by sending you to 
the Game Over screen if you allow 
any of the Smasher-type Smuggler 
enemies to reach any of a number of 
different glowing escape points. It’s a 
reversal that makes you have to fight 
defensively and be extra mindful of 
how foes move, and it’s great. 


DLC PUBLISHER: UBISOFT 
DEVELOPERS: UBISOFT MILAN & 


UBISOFT PARIS RATING: E10+ 


Then there are "Destroy Bad 
Bananas" battles, in which piles of 
the vile produce are scattered 
around the arena and you have to 
get past the bad Rabbids guarding 
them to blow them to smithereens. 
They’re also fun and different. 

Rabbid Peach isn’t alone in taking 
on these fresh challenges, of course, 
as she meets up with the iconic 
Donkey Kong and the all-new Rabbid 
Cranky to form a new fighting force. 
This team of three is all you get for 
this DLC, and | like that focus ona 
single set of heroes. One of my com- 
plaints about the main game was 
that you couldn’t reasonably keep all 
eight of its heroes equally equipped, 
as there wasn’t enough money to go 
around. Here, you can always keep 
the trio tricked out with the best 
weapons, and their cohesiveness as 
a unit is unmatched by any of the 18 
possible character combinations that 
Mario could assemble in his quest. 

Movement is the key difference. 
Donkey Kong can uniquely pick up 
and carry any enemy, object or ally 
and then toss them once his move 
ends — but he’s also got unique 
access to special "DK" jump pads 
that let him cross vast horizontal dis- 
tances by swinging on vines, so his 
move rarely ends before he’s 
covered a ton of territory. And if he’s 
hauled Rabbid Cranky or Peach with 
him through his running, climbing 
and swinging, he can toss them out 
to attack enemies — and then they 
still have their own move left to 
make! | loved, loved, loved the 
dynamic movement of Mario + 
Rabbids before, but in the Donkey 
Kong Adventure it’s like a symphony 
of swinging and soaring. It sings! 

All of the new ideas combine to 
create a truly wonderful and won- 
derfully fun new campaign, and | 
implore Mario + Rabbids owners to 
download this DLC and enjoy it too, 
as my sons and | have! — LUCAS 
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Dive into the Underground 


SPLATOON 2: OCTO EXPANSION 


THE IDEA OF an expansion natu- 
rally gets the mind racing with possi- 
bilities, but now that I’ve played it all 
the way through, | think it would 
have been better to call this 
Splatoon 2 DLC an Octo Diversion. It 
offers up a more difficult, more 
varied single-player campaign than 
the one found in the standard retail 
package, but overall, the only new 
ground covered here is found in the 
lore and the story. Those are only 
areas where the Octo Expansion 
undoubtedly deserves its name. 

It tells the tale of Agent 8, an 
Octoling who doesn’t share the same 
hostile tendencies as the other 
enemies that Agent 3 and Agent 4 
faced on their respective single- 
player quests. Over the course of 8’s 
adventure, our mysterious new hero 
will talk to a sentient telephone, find 
candy that contains lost memories 
and run afoul of a truly unexpected 


PUBLISHER/DEVELOPER: 
NINTENDO RATING: E10+ 


DLC 
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giant. If you ever wondered what 
species might be dangerous enough 
to bring the warring descendents of 
mollusks together against a common 
foe, then prepare to wonder no 
more. 

The structure of the campaign is 
also laced with the unknown. Each of 
the story’s 80 levels are unlocked 
through a series of interconnected 
subway lines. As you ride the rails, 
you'll discover new stops and corre- 
sponding stages, though getting off 
the train to play will cost you some 
in-game currency. That's where some 
of my issues with this DLC begin. I 
already paid $20 in real life for this 
content. To be asked to pay in-game 
money on top of that to access most 
of it feels a little like rubbing it in. 

Then there's the trouble with the 
levels themselves: They're all over 
the place in terms of style, difficulty 
and enjoyability, and there's no way 
of knowing what a level will be like 
until after you've already plunked 


down some coin to play it. 
Sometimes you'll get something 
fresh — like a riff on Space Invaders, 
or a new challenge like sculpting a 
dog statue out of crates — but you'll 
also get a lot of garden variety 
Splatoon stages that are only differ- 
ent because you have to beat them 
with a special weapon like a jetpack. 
Then there are levels that mimic 
multiplayer modes like Rainmaker or 
Tower Control, and as for the bosses, 
most are just remixes from Splatoon 
2's standard campaign. If you were 
expecting a host of Octo-specific 
enemies, weapons and stage 
hazards, then brace yourself for dis- 
appointment. 

You can also pay a little extra in- 
game money to skip a stage if you're 
having a tough time with it, but 
remember, we paid $20 for this DLC. 
Skipping any of it feels like ordering 
a pizza, then throwing a piece of it 
away. That said, when pizza is 


boring, it might be worth tossing out. 


| only skipped one stage in my 
run. Not because it was too hard, but 
because every time | had to replay it, 
| found myself less and less able to 
pay attention to it, and it's hard to 
win when you find your mind wan- 
dering to other things you'd rather 
be doing. 

Don't get me wrong though, it's 
not all bad. The bulk of the stages 
range from fine to fun, the new 
music is great, the last battle is a trip 
and the ability to carry your Octoling 
character over to the standard multi- 
player modes like Turf War and 
Salmon Run after the credits have 
rolled is a treat. Just don't go into 
this expecting the next step in the 
evolution of Splatoon. This one's 
more of a detour. - JONATHAN 


The Precursor 


LIMBO IS PRACTICALLY video game royalty at this point. It came along at 
the exact right time and rode a perfect storm of the golden age of the Xbox 
Live Arcade and the infancy of the "games as art" discussion. As Danish devel- 
oper Playdead’s first creation, things couldn’t have gone smoother. 

It’s hard to discuss an eight-year-old game without completely spoiling most 
of its intricacies, but Limbo really isn’t all that difficult to pin down. Although 
it’s draped in symbolism and a unique art style (that’s since been replicated 
many times over), most of Limbo is played by way of a puzzle platformer shell. 
You're going to be jumping, grabbing plenty of crates and avoiding enemies, 
Another World/Out of This World-style. The formula has been around since the 
"905 popularized the adventure platformer hybrid, and Limbo plays up this role 
with aplomb. 

Perhaps its best quality is its ability to consistently nail down an unsettling 
atmosphere. Creepy crawlies are appropriately disgusting and formidable, and 
for the most part, Limbo refrains from using cheap jump scares. Instead, it’s 
more like you're constantly on edge and the slightest change in state sets you 
off. It’s also incredibly gruesome, especially when you consider the context that 
all of these horrible deaths are happening to a small child. The more trouble 
you have with the puzzle platformer genre as a whole, the more bear traps 
you're going to step into, as you provide tasty snacks for the universe's creepy 
denizens. 

Clocking in at roughly four hours, you’d think that Limbo wouldn’t wear thin 
over the course of its short runtime, but some concepts really start to grate. 
There are only so many times you can slowly climb a ladder before it starts to 
turn into a chore, even if the game makes it seem like it’s an awe-inspiring, 
watershed moment. 

While the art is mesmerizing throughout, the locales often don’t match, fre- 
quently taking the form of long empty hallways. You'll experience many bouts 
with déja vu, and the presence of an equally atmospheric consistent soundtrack 
(that doesn’t kick in nearly as often as it should) is missed — not that it neces- 
sarily needs a constant upbeat score. 

Like any piece of art, Limbo means different things to different people. For 
some, its ending and the grueling journey it took to get there will be one of the 
most poignant events you’ve ever witnessed. For others, it’s a mostly above- 
board platformer with a few clever puzzles and some frightening and time- 
weathered imagery. Odds are you've already experienced it for yourself in the 
past eight years, but just in case you haven't, it might be worth a shot. 

While | generally refrain from direct comparisons within the context of an 
individual review, Playdead’s own Inside, which came six years later and was 
made available on the Switch on the same day, showcases just 
how far they’ve grown as a developer. If you can only pick 
one, that's the one you want. — CHRIS 


PLAYDEAD 


The Successor 


OVER THE COURSE of six long years, Playdead managed to take the base 
concept of Limbo — a young child on the run from unspeakable horrors — and 
mold it into something even more memorable. The setup is very similar: A boy 
is thrust into a dark place, but this time it’s a little more familiar. 

Instead of going with a dream-like state, Inside is haunting precisely 
because we can identify with ¡ts inhabitants. Humanoids, both dead inside and 
with deadly intent, roam the world both aimless and with the aim of harming a 
seemingly innocent child. Inside's greatest strength is its penchant for provid- 
ing diverse and memorable environments. 

Just when you'd have enough, you'll dive deep into the depths of a new 
locale completely underwater with the help of a powerful single-seat subma- 
rine. Inside also employs a wonderful array of physics tricks to keep you 
guessing — so the solution for any given room might not be as obvious as it 
Seems. 

Seeing it all backed up by a wonderful Unity-based art style that manages to 
push the 2D format to its limits only further adds to Inside's minute-to-minute 
appeal. There are so many different ideas at play here, and we get to see the 
boy grow firsthand as he, and by extension us, take them on. 

Because of that pure commitment to its theme, I found myself more dis- 
turbed by its human-helmed machinations than | was with the typical creatures 
that fill the halls of most of these types of projects. Inside tackles disturbing 
material in its own right, especially as it reaches its explosive conclusion (again, 
without ruining anything, one of the best conclusions to a game I’ve seen to 
date). Because it's both engaging and keeps you on edge, the need for other 
elements like a consistent score don't feel as necessary for Inside. 

Inside makes you think a little more out of the box than your typical puzzle 
platformer. Without giving away the narrative, many mysteries are solved with 
the assistance of extra bodies, which are controlled by the boy using an in- 
game device. The only big problem I had is that early on the pacing is a bit 
slow. It's intentional, no doubt, as you work your way up to some of the more 
nuanced puzzle triggers, but there is some meandering. Power through it. 

Inside also contains a very aptly tucked-away secret ending, unlocked by a 
collectible hunt that will test the mettle of any puzzle platformer fanatic. 
Whatever ending you do unlock is sure to create a whirlwind of discussion, as 
Inside is densely packed with meaningful symbolism — exemplified through the 
principle of control. 

Inside began life as an Xbox exclusive before it eventually reached other 
platforms later in 2016. A whole two years later, it's just now gracing the 
Switch. It's a good thing too — as many people as possible should have the 
opportunity to experience it. Just make sure you experience it 
all the way through, because some of Inside's best 
moments come near the very end. — CHRIS 
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Finally 


WHEN I INTERVIEWED the 
creators of Pocket Rumble in NF #27, 
way back in May of 2017, everyone 
involved with the game, including 
Nintendo, was sure it would be ready 
for release on the Switch in a matter 
of months. In the end, it didn’t make 
it to the eShop until June 2018. So 
what happened? 

Pocket Rumble artist and 
composer Ash Wednesday told us, 
"When we first started the porting 
process, the Switch hadn’t been 
released yet. Unfortunately, the 
people we initially hired weren’t 
prepared to port our custom engine 
to an unfamiliar console. Eventually 
we had to give up and find someone 
else to finish the job. It wasn’t really 
anyone's fault — there were just a lot 
of variables and no one could have 
predicted exactly what problems 
would arise." 
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They say that the last 10% of 
making a game actually takes 90% 
of the work, and it sounds like that 
was the case here. Thankfully, now 
that Pocket Rumble is out the door, 
we can all sit back and just enjoy it, 
which won't be hard for most to do. 

It's a perfect fit for the Switch 
because it thinks like an old Neo Geo 
Pocket Color portable fighter like 
SNK vs. Capcom, while being even 
easier to control than the original 
Smash Bros. In fact, Pocket Rumble 
is the first 2D fighter I’ve played on 
the Switch where | didn’t feel 
hampered at all when playing with a 
single Joy-Con. Anyone with two 
hands can easily pull off any special 
move, though it still takes expert 
timing and sound strategy to experi- 
ence the game at full depth. This is 
also the first fighter I’ve ever played 
with a frame data bar embedded 
into the standard user interface — 
it’s just begging you to dig in and see 
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what's really going on under the 
hood. 

The game only has eight fighters 
(for now), but they offer up a vast 
range of styles, to the point where 
they often feel like refugees from 
totally different games. Only one guy 
here can pull off a Street Fighter IIl- 
style parry, and that's Parker. Only 
one has an exploding cat that can 
turn into a Lovecraftian horror of 
tentacles and eyeballs, and that's 
Keiko. The general fighting game 
archetypes (the slow but strong 
grappler, the fast but self-destructive 
swordfighter and the . . . music- 
loving shirtless werewolf?) are all 
represented, but in ways that feel 
simultaneously fresh and familiar. 

It's also a little short on single- 
player content (again, for now), with 
no story mode to speak of. That said, 
if your goal is to play competitively, 
the online is fast and stable, and 
striking up a match with a local 
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friend is very comfortable, again 
thanks to that simple but effective 
control scheme. 

We also know that in time, Pocket 
Rumble will end up with a ton of new 
content. Ash told us, "Now that the 
Switch port has released, we're 
focusing on delivering Kickstarter 
backer-designed bosses, crossover 
bosses and fleshing out Arcade Mode 
to be a more complete single-player 
experience, culminating with the 
release of Morgana, the final boss 
and final playable character. All for 
free." 

Complete or not, this is one 
incredibly fun fighting game, and a 
great value for $10. — JONATHAN 


GULTHH 


(455 444444 646 


Eggsplosive! 


SHOWROOM ` 


YOU MIGHT NOT realize it, but Bomb 
Chicken releasing on the Switch is a pretty 
big deal. The developer behind Bomb 
Chicken is Nitrome, and they’ve been 
creating games since 2004. Traditional 
console gamers might not recognize the 
Nitrome name, and that’s because they 
focused solely on creating titles for both 
web portals and mobile. Yes, that makes 
Bomb Chicken the company’s very first 
console release! Lucky for us, Nitrome 
delivered an experience that is undeniably 
charming, engaging and contains just 
enough of their signature weirdness. 

Fans of the puzzle platformer genre will 
most likely fall in love with Bomb Chicken 
early on. The game puts you in control of a 
chicken that, through a bit of divine inter- 
vention, has the ability to lay infinite 
bombs. The titular chicken doesn’t have a 
jump ability, so you'll have to stack bombs 
to reach platforms and other objectives 
above you. Along the way, you'll deal with 
enemies that need to be exploded, blocked 
paths to destroy and all sorts of zany traps 
that the right combination of bombs and 
timing can take care of. 

Bomb Chicken's chicken can't throw 
bombs, nor can she be around when one 
blows up. This means you'll need some 
quick thinking to stack bombs to accom- 
plish an objective. See a platform high up 
above you? Lay a stack of bombs under- 
neath your chicken to climb higher and 
higher, and then run for the platform as 
the bombs set off a chain reaction of dev- 
astation behind you. Need to deal with 
some enemies ahead, but there are other 
hazards in the way? Lay a bomb and bump 
it to send it rolling into enemy territory. 


NITROME 
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Іп ап story somewhat similar to 
Oddworld: Abe’s Odyssey, Bomb Chicken’s 
journey starts with an escape from a dan- 
gerous facility looking to turn her into a 
tasty meal. Once you escape all the 
machines trying to slice and dice you, you'll 
make your way out into the wilderness, 
where you'll have to stave off the locals 
and deal with another insane collection of 
obstacles. The locales you visit are always 
dripping with atmosphere and beautiful 
retro-style visuals, and constantly provide 
a new twist to how you're using your 
bombs to blow up a path to victory. 

The only real downsides to Bomb 
Chicken come from the game's length and 
challenge. You could easily finish Bomb 
Chicken in one sitting, but that doesn't 
mean the game isn't worth your time. 
Short and sweet is better than long and 
boring any day! 

The adventure also happens to be a 
rather easy one to tackle. You might hit a 
head-scratcher of a puzzle here and there, 
but nothing that'll keep you locked up for 
more than a few minutes. It would have 
been nice to see Nitrome challenge the 
player a bit more, but what we get in Bomb 
Chicken is certainly even-paced and fun to 
play. 

Pixel platformers are a dime a dozen on 
the Switch eShop, and sometimes it can be 
hard to find the treasure in the trash. 
Without a doubt, Bomb Chicken is one 
of those treasures! — KEVIN C. 
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Slapstick Stick Figures 


WEST OF LOATHING on the Nintendo Switch is a spin-off of 
Kingdom of Loathing, Asymmetric Games’ browser-based RPG, but 
you don’t have to be a KoL fan to appreciate WoL. All you need to 
know is the graphics are supposed to be that simple, there’s Meat 
in them thar hills and you're going to have the biggest smile on 
your face as you journey out West! 

As one of three character classes — fighter (Cow Puncher), 
rogue (Snake Oiler) or mage (Beanslinger) — you'll be traveling 
across the weird, weird West with one of four "pardners." Things 
haven't been the same since The Cows Came Home, when infernal 
bovines thirsting for revenge thundered across the prairie. There’s 
also demonic clowns, cultists raising skeleton armies, mysterious 
high technology and a haunted pickle factory to contend with. 

Lots of the exploration is done at random, with locations 
unlocking when you discover an item or are given a fetch quest. 
However, you might end up missing out on something that you'll 
only discover on a subsequent playthrough depending on the 
actions your character takes. Luckily, the random nature of WoL's 
gameplay means it has tons of replay value, and I'm still discover- 
ing new locations and quests. 

What stands out the most is the writing, which is full of silly 
pop culture references and creative enemy and treasure descrip- 
tions. You'll be harvesting gin from blossoms (natural habitat: 
Allison Road), visiting David D.'s grave in The Daveyard ("The truth 
was out there. It killed him.") and visiting the Kellogg ranch (which 
has a little historical accuracy to it). You're guaranteed to laugh 
out loud (or groan) several times in every playthrough, which will 
take around 10 hours at the most. 

unlike typical RPG battle systems, you have full health and 
Action Points at the start of every battle and can use unlimited 
items per turn, making combat a lot easier. Not all of the charac- 
ter classes and allies have multi-hit attacks by default, though, 
which means you'll need to strategize with every new playthrough 
and "pardner." You do have an option to speed up battles, which 
makes the pre-postgame grind a lot more bearable. 

If there's one downside to the design of WoL, it would be the 
menu interfaces. The item and stats menus are presented in one 
long list, and while you're able to select a category with the right 
stick, it jumps to that place in the menu, and doesn't filter every- 
thing else out. (Button-press menu cycling would've been nice.) 

Don't let the stick figure graphics turn you off — this is one 
journey you'll want to saddle up for, especially if 
you're looking for a new casual RPG, or just a 
good laugh! - REBECCA 
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Outwit, Outplay, Outlast 


WHETHER IT’S THE first, 10th or 
100th time, hearing where we're 
dropping is exhilarating in Fortnite. 
This massively popular 100-player 
battle royale features an open world 
full of fascinating locations to find 
weapons, materials and opponents. 
Then, it’s build and battle — or just 
survive. This collectively comes 
together to create one of the best 
multiplayer shooting experiences of 
the past few years. 

Fortnite, arguably the biggest 
game in the world currently, is free 
to play. So there’s nothing stopping 
you from jumping out of the Battle 
Bus with 99 other people right away 
and avoiding a storm that slowly but 
surely circles the map to wrangle 
players together. You can download 
it now. Go ahead! 

But while the base game is free, 
there are cosmetics offered for 
varying costs. The best way to spend 
some cash is with the Battle Pass. 
Plopping down $9.50 unlocks outfits, 
weekly challenges and 100 tiers of 
items to earn through playing. 
What's cool is that completing the 
Pass will net you enough V-Bucks 
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(the in-game currency) to pay for a 
new Battle Pass in the next season, 
which changes every 10 weeks. 

In fact, Fortnite feels like it trans- 
forms in new and clever ways 
weekly. When Season 5 arrived, for 
example, it introduced a whole new 
desert biome to the playing field, 
with Paradise Palms serving as a 
main destination. This resort town 
has become a hot spot for initial 
landings. In other words, expect a 
bunch of frantic fights as soon as 
your character's feet hit the ground! 

When | first glided down into 
Fortnite's open world, though, 
Paradise Palms didn't exist. Instead, 
Tilted Towers was (and still is, to a 
degree) the go-to place. And this is 
why the game keeps me — and 
millions of others — hooked. There's 
always something new to find or 
explore. Honestly, by the time this 
hits your mailbox, there's no telling 
how much Fortnite might evolve and 


where the masses will be heading to 
on the map. That's not only thrilling, 
but keeps the game fresh. 

And fresh is a descriptor | rarely 
use for a game in which I’ve invested 
over 50 hours already. (That doesn't 
even include time spent on Xbox 
One, as Fortnite awesomely offers 
cross-progression and cross-play 
between the systems.) In those days 
of play I’ve learned to build durable 
ramps, laser foes with shotguns mid- 
jump and use bounce pads to fly 
across terrain. I’ve realized that 
sniper rifles are super satisfying. 
And | keep finding that Fortnite's 
vast assortment of weaponry is 
insanely fun for various situations. 
All of this has led to some of my 


favorite gaming moments of the 
year, and on Switch overall. | literally 
stood up and danced alongside my 
character after achieving my first 
solo Victory Royale. (In other words, 
| was the last person standing 
against 99 others.) 

I've died laughing after being shot 
while emoting in front of a friend 
during a squad match. Of course, I've 
also shouted countless times when I 
(wrongly) felt that | should have 
killed that opponent, not the other 
way around! But regardless, Fortnite 
has captivated me. 

A major reason why I'm still 
enthralled is because each Fortnite 
session provides unique encounters 
and situations. For instance, I can go 
into a match gearing for a fight by 
landing at the aforementioned 
Paradise Palms. Or, I could decide to 
sneak my way around the map by 
descending upon an unnamed area 
of the world. Maybe I'll even get 
lucky and can equip a bush, granting 
a solid and funny disguise to surprise 
unsuspecting enemies? Usually, | 
play pretty aggressively, but that's 
not the only option. 

Now, there are a couple of down- 
sides with Fortnite on Switch — most 
notably, the game can chug in con- 
gested areas with other players, 
something not seen on Xbox One. So 
the Switch edition definitely isn't the 
best-looking or -running version. The 
other issue that newcomers will 
notice is the lack of a tutorial. Be 
prepared for a lot of trial by fire. 

But that doesn’t stop Fortnite 
from bringing stellar third-person 
shooting, solid building mechanics 
and strong social functionality to 
Switch. This equates to one of the 
best multiplayer experiences on the 
system — if not the best! — EVAN 
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SUPER SMASH BROS. 


ULTIMATE 


The roster just keeps on growing . . . leaving poor Waluigi behind. 


DISAPPOINTMENT WILL BE at an 
all-time low when Super Smash Bros. 
Ultimate is all said and done. Though 
we're still months away from its 
December release and it's likely that 
DLC additions will keep expanding its 
roster of playable fighters well beyond 
that point, it's easy to tell even now 
that almost every Nintendo fan — or 
even just video game fans in general — 
will be more than satisfied here. 
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Yes, Waluigi didn't make the cut 
this time. It's always painful when your 
particular favorite comes up just a 
little short. But there are so many 
other fan favorites who are making it 
in this time that, by the numbers, the 
amount of Smash players who end up 
happy with the lineup will massively 
outweigh the handful who'll still keep 
grumbling, complaining and calling Mr. 
Sakurai out on social media. 


Should we start with the bad news 
first? Let’s. Then we can move on. 


THE NEWLY DECONFIRMED 

After weeks of ho-hum Smash website 
updates presenting nothing new other 
than a few truncated clips of freshly 
remixed music tracks from the game, 
Mr. Sakurai hosted a new Super Smash 
Bros. Ultimate Direct on August 8. In 
it, a few more fan favorites fell. 


First up: Ashley. The girl next door 
living ina haunted mansion was 
casually shown swirling her magic 
wand in the background of a battle, 
once again cementing her status as an 
Assist Trophy only. Captain Toad, who 
inspired a lot of creative moveset 
concepts in the fandom, was shown 
simply toddling around in the back of 
the new New Donk City Hall stage. 
Zero, from the Mega Man X series and 
Nadia’s top choice back in NF #15, got 
Assist Trophied, and Mimikyu, who 
many hoped might become the 
playable representative of Pokémon's 
seventh generation, did appear — but 
just as a Poké Ball ’mon. 

And then there’s my personal 
Smash Bros. Fighter Ballot selection, 
Shovel Knight! In a moment of truly 
mixed emotions for every fan of the 
Blue Burrower, he was revealed to be 
an Assist Trophy. While it would have 
been absolutely glorious to see him as 
a playable fighter, it’s still amazing 
that he made it into the game at all! 
And Assist Trophy status, as the silver 
medal of Smash representation, is 
spectacular for a character who only 
just debuted in 2014. And he’s the only 
indie character to make it onto the 
battlefields of Smash! That's incredible 
— truly a remarkable achievement for 
the Yacht Club Games team! 


WELCOME TO CASTLEVANIA! 
While Shovel Knight will have to keep 
climbing a bit more to reach the top of 
the mountain, five more classic char- 
acters have managed to reach the 
peak. Starting with Simon Belmont, 
the legendary whip-wielding hero 
from the Castlevania series! 

It still feels like a dream even as I'm 
writing this! | know | shouldn't be 
shocked after such Earth-shattering 
reveals as Mega Man and Cloud, and 
the fact that Konami previously loaned 
Snake to the series should have made 


this unveiling feel less surprising too. 
But, no. My mind refuses to see reason 
and instead has me locked down in 
"Oh my goodness, WHAT" mode right 
now. 

| was already so satisfied with the 
Smash roster as it already was, you 
see. Simon Belmont was like a dream 
cherry-on-top possibility. And now 
here he is! My young Captain N-loving 
self is freaking out that Mr. Sakurai 
has revived and reinvented a member 
of the N-Team for three Smash sequels 
in а row now: Pit (a.k.a. Kid Icarus) in 
Brawl, Mega Man in 3DS/Wii U and 
now the actual, living breathing Simon 
Belmont for Ultimate. 

And when I say actual, | don't mean 
the Captain М Simon (though ІЛІ be on 
the lookout for the mod community to 
add that costume in the future). No, 
this Belmont is the original hero of the 
original Castlevania game, restored to 
his 7806 look after a few of his later 
appearances wildly altered his outfit 
and even hair color. He's back to being 
a blonde barbarian, rippling with so 
many muscles that you just know he 
can crush any monster he meets into 
dust. 

Simon, in gameplay, is exactly the 
way so many fans have imagined he 
would be. He wields the legendary 
Vampire Killer whip for his normal 
attacks, giving him the greatest range 
of any fighter in the game — with the 
trade-off being that his attacks are 
slow, so if he misses with a strike, he'll 
likely be met with a fist in the face as 
his opponent quickly closes the gap to 
retaliate. The whip also lets him grab 
the edge of stages for a tether 
recovery, but isn't used to grab foes — 
he performs throws with just his beefy 
arms. His Special moves, of course, 
unleash his arsenal of signature sub- 
weapons: an arcing Axe toss, a Cross 
that boomerangs out and back, a 
splash of Holy Water that sets fire to 
the ground and an uppercutting Knife. 


Rounding out Simon's kit are a few 
acrobatic kicks, slides and his Final 
Smash, Grand Cross . . . none of which 
originated with him in his games. They 
come instead from the adventures of 
his great-great-grandson . . . 


THREE NEW ECHO FIGHTERS 
... Richter Belmont! 

I've got to say, for as happily sur- 
prised as | was to see Simon finally 
strut into Smash, | was absolutely flab- 
bergasted when Richter leapt into the 
scene as well. No one asked for him! 
And not in a bad way — it just seemed 
like such an unlikely possibility that 
Sakurai would select the hero of 
Rondo of Blood and Symphony of the 
Night's intro stage over Simon that 
Simon was everyone's only 'Vania ask. 
But we got both! Sakurai, thank you! 

Richter plays exactly like Simon, so 
it's just a cosmetic choice you'll have 
to make on the character select screen 
— l'Il be in a quandary every time! 


Interestingly, though, Echo Fighters 
apparently aren't locked into being a 
perfect moveset match of the fighter 
they're echoing. We saw this reality in 
action with the announcement of 
Chrom, finally getting his turn on the 
battlefield himself after being used 
only in Robin's Final Smash animation 
last time. Chrom's Up Special is Aether 
like Ike — but his other moves mirror 
Roy. Officially he's a Roy Echo, but 
with the deviation there the specula- 
tion about other future Echo Fighters 
will take a complicating turn. 

Third up — and the last new Echo 
confirmed on August 8 — was Dark 
Samus. This one was the least surpris- 
ing of the bunch, as several fans had 
noticed the Dark Samus Assist Trophy 
had gone missing from the Ultimate 
demo at E3, and it just seemed like 
one of the easiest Echo options on the 
table. Pit already had Dark Pit, so of 
course Samus would get her own Dark 
doppelganger! 


Dark Samus has a menacing, dis- 
turbing, floating stance that keeps her 
feet off the floor while idling, and it 
seems like the properties of some of 
her moves, like her Missile Special, 
will be altered instead of copied from 
Samus directly. She seems to be 
missing all of her unique attacks that 
she wielded as an Assist Trophy in the 
previous Smash, though, which, to me, 
weakens her character. It’s a trade-off, 
it seems — she’s playable now, but not 
as unique as she used to be when she 
wasn't. (Years from now, prepare for 
fans to reignite the demands for Mr. 
Sakurai to "de-clone" these fighters in 
the next Smash sequel. He’s done a 
good PR job this time by relabeling 
them as Echo Fighters, but that'll only 
hold the complainers at bay so long.) 


THE RETURN OF THE KING 

Shall we have one more brand-new, 
non-clone fighter then? Of course! 
Welcome to Smash Bros., King K. Rool! 
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Though he’s been missing from the 
Donkey Kong Country series’ two most 
recent sequels, the Kongs' original 
archenemy from the SNES trilogy has 
been highly requested for Smash for 
years. NF alum Emily Rogers argued in 
favor of the Kremling king in Issue #15, 
saying the DK series deserved to have 
a playable villain in the mix. Well, he’s 
finally here, performing for you! 

King K. Rool's attacks tap back into 
all of his past appearances. He tosses 
his crown like a boomerang, just as he 
did in the first DKC game. He brings 
out a blunderbuss to shoot out big, 
hulking cannonballs as he did in DKC2. 
The helicopter-ish backpack thing he 
wore in his mad scientist persona in 
DKC3 comes into play for his recovery 
Up Special and his Final Smash, the 
Blast-O-Matic, is the massive, DK 
Island-obliterating laser cannon from 
Donkey Kong 64. Combine all those 
with some brutal slashes from his 
claws, chomps from his jaws and even 
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a few belly slams that leverage the 
power of his bulky body and you've 
got the heavyweight croc that so many 
have wished for for so long. 


THE MANY, MANY MODES 
Though new characters joining the 
cast rightfully get the most attention 
in the run-up to a new Smash, there is 
so, so much more going on with this 
one. Let's hit the bullet points. 

Over 100 stages are playable! Just 
about every past stage from every 
past game is back, along with a few 
new ones like Simon and Richter's pre- 
ferred turf, Dracula's Castle (which is 
plagued by several different monsters 
as Stage Hazards). Hazards can be 
toggled off for all stages now, though 
— so you can play around in Drac's 
chamber without having to worry 
about Vlad himself showing up angry, 
or finally enjoy Dr. Wily's level without 
the Yellow Devil dropping out of the 
Sky! Hooray! 


e 


With enough damage, they can be KO'd 


Even more versatility comes into 
play with the new Stage Morph option, 
which lets you choose two stages at a 
time and have them shapeshift into 
each other during a match. It's wild to 
see — one moment you're soaring the 
Skies above Wuhu Island, and the next 
you're flying through outer space on a 
Lylat Cruise! 

One highly requested gametype, a 
multi-fighter mode, is finally coming 
into play as "Squad Strike." Instead of 
just using the same character for each 
of your lives in a Stock match, you can 
now select a trio of fighters and face 
off against an opponent in a 3-on-3 
match. Or bump it up to 5-on-5! You 
can even have multiple players team 
up on each squad. This game has got 
options, I'm telling you! 

Here's another one: Smashdown 
Mode. It's a multiplayer session facili- 
tator that at first presents you and 
your friends with the full character 
select screen, and you play a normal 


battle up front. After that first fight, 
though, all the characters that were 
used get greyed out on the menu and 
you're forced to pick someone new for 
Fight #2. And so on and so forth, until 
every character has been used! It's a 
way to break you and your friends out 
of your comfort zones and make you 
actually play around with all of the 
70* characters on offer. 

Stamina Battle returns, now as a 
standard mode standing alongside 
Time and Stock. In it, fighters are 
defeated when their HP drops to zero, 
rather than getting flung off stages 
from high damage percentages. 
There's an option to turn off Smash 
Balls but still keep Final Smashes in 
play, using a new Final Smash Meter. 
With it turned on, your power will 
build up over time and you can let 
loose with your ultimate attack when 
it's filled up! Classic Mode returns as a 
single-player option, giving a unique 
set of fights to each different charac- 
ter. 

It doesn't appear to be the only 
option for solo play, though, as some 
kind of new Story/Adventure Mode has 
been hinted at, complete with boss 
battles starring other new crossover 
characters like Monster Hunter's 
Rathalos. Rather than reveal that in 
full, though, Mr. Sakurai is making us 
wait until a little closer to launch. 


SO LONG, WALUIGI 

Our cover star for this issue got disre- 
spected at E3 when he was specifically 
singled out to demonstrate how Assist 
Trophies can be KO'd. Harsh. But, 
perhaps, Waluigi was just taking one 
for the team. With his sacrifice, this 
sequel is truly shaping up to be the 
ultimate Smash Bros. game! — LUCAS 
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MORE FAN FAVORITES WHO DIDN'T MAKE THE CUT 


If misery loves company, then Waluigi’s fans are far from alone. While he continues to suffer the indignity of falling short of the playable roster and having to settle for 
Assist Trophy status instead, there are several other fan favorite characters who've likewise missed the cut. These would-be fighters are no pushovers, either! Each of 
them received significant fan support in 2015’s official Smash Bros. Fighter Ballot. Just not quite enough to convince Mr. Sakurai to promote them to playable, though! 


KRYSTAL 


First up, the Emerald-obsessed echidna. Super Smash Bros. Ultimate actually Next up, Fox McCloud's love interest who first appeared in 20025 Star Fox 
marks Knuckles' debut as an Assist Trophy in the series, as previously the Adventures, the staff-wielding warrior woman, Krystal. The Smash Bros. roster is 
playable hero Sonic the Hedgehog was supported by his dark alter-ego Shadow improving in female representation with the addition of Princess Daisy and the 
as a summonable Assistant. Shadow seems to have rotated out of that job this Inkling Girl, but the girls are still trailing the boys and Krystal could have helped 
time, though (perhaps to be promoted to Echo Fighter status?), so Knuckles is bring things into a better balance. Instead, Smash Ultimate marks her debut as 
leaping into action with his signature spiked fists and clodhopper shoes that look an Assist Trophy. She'll attack with her staff both as a melee weapon and as a 
like they've got giant LEGO bricks on them. (How does he fasten those things?) focal point for channelling blasts of fighter-freezing Ice Blast magic. 


TAKAMARU 


Krystal has only just debuted as an Assist Trophy, so the sting of her missing the He's been so close so many times! The stalwart samurai Takamaru, hero of the 
cut for the playable roster should be less than that felt by fans of Lyn, the female 1986 adventure The Mysterious Murasame Castle (which finally got an official 
lead from 2003's Fire Emblem on Game Boy Advance (the first Fire Emblem Western release in 2014), has been considered as a playable fighter for every 
game to be localized for players in the West). Lyn is in the same situation as Smash sequel going all the way back to Melee in 2001. We know because Mr. 
Waluigi now, as both first appeared as Assist Trophies in 2008's Super Smash Sakurai has said as much in interviews on more than one occasion — each time 
Bros. Brawl, so both have been passed over three times in a row now. What's he's discussed, though, the development team passes on him because they feel 
worse is that so many other Fire Emblem characters have made the roster! he just isn't popular enough. (They're probably right, but still! He'd be great!) 


SUKAPON BOMBERMAN 


Raise your (individually floating and unconnected) hands in celebration! While Finally, the most explosive surprise in Nintendo's lengthy E3 2018 Super Smash 
it's mostly unfortunate that the characters appearing on this page didn't rise all Bros. Ultimate reveal presentation was when the absolutely iconic Bomberman 
the way to the ranks of the playable roster, Sukapon being acknowledged and was simply, nonchalantly confirmed as an Assist Trophy. This classic Hudson Soft 
given an Assist Trophy position feels nothing but positive. Mark advocated for hero was another we vouched for years ago — Thor did the honors there — and 
Sukapon back when we pitched Ballot options in NF &15, and I think he's pleased he had me convinced that a bombs-based moveset could work. Mr. Sakurai 
to finally see this robo hero and star of Nintendo's first fighting game, 1993's Joy seems to have disagreed, but Bomberman's presence at E3 did give us a clue 


Mech Fight, make it into the action — even under total А.І. control. that Konami might be contributing more this time — and then we got Simon! 


PAW PATROL: ON A ROLL 


IM 


ч 
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JUST DANCE 2019 


FOR AT LEAST two years now, the 
bedtime routine for the Thomas 
boys has included one unskippable 
event: Daddy telling a Paw Patrol 
story. | come up with a problem 
that’s plaguing the people of 
Adventure Bay, and then Carter 
and Calvin get to pick which two 
pups on the team will fix it. It’s like 
a little storytelling challenge for 
me, having to adapt on the fly to 
their choices — especially when it’s 
something obvious like a citizen 
lost at sea, but the boys don’t pick 
Zuma, the water expert, to go help. 
Something tells me the missions 
in the new Paw Patrol: On a Roll 
game will be a little more straight- 
forward than our twisted tales! In 
this adaptation of the popular 
cartoon show, player will take 
command of the heroic rescue pups 
in 16 different scenarios spread out 
across eight different Adventure 
Bay locations. All eight pups will 
be playable, with two starring in 
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These pups are ready for a ruff ruff rescue! 


each level. (Though I’m assuming 
the two pups per level are pre- 
determined, not left up to choice as 
in our bedtime stories.) 

The core team of Marshall, 
Rubble, Chase, Rocky, Zuma and 
Skye will be joined by the frequent 
guest pups Everest and Tracker, 
and each pup has their own spe- 
cialty. Take Marshall, for instance — 
he’s a Dalmatian who drives a 
firetruck, always equipped with a 
powerful water hose. It’s easy to 
guess that at least one of the 16 
missions, then, will involve him 
charging into action to douse the 
flames in a burning building. Or 
how about Rubble? He drives a 
heavy-duty bulldozer, so it'll surely 
be pressed into service to clear a 
landslide or roll some boulders 
away at some point! 

Paw Patrol is a property that 
appeals to a pretty young audience, 
so older gamers out there will most 
likely skip right past this one. But 
as a Dad with boys at home who've 
loved these pups for years, I’m 
thrilled that they’re finally getting 
their own video game! — LUCAS 


Trivia fans, take note: Nintendo history being made here. 


LADIES AND GENTLEMEN, we 
have a new record holder. As you 
can see if you glance just below, 
Ubisoft’s Just Dance 2019 is bound 
for the Switch, the Wii U and... the 
Wii. Yes, the Wii. The little motion- 
controlled console that could, the 
machine that first hit store shelves 
in the holiday shopping season of 
2006 - 12 years ago! Never before 
has a Nintendo system had a new, 
official retail game released so, so 
long after its original launch at 
retail itself. | mean, goodness, it’s 
odd enough that there’s still a Wii U 
version being put out for this, but a 
Wii one? Ubisoft is mad, and | love 
them for it. 

| guess it’s not too surprising, 
given that Just Dance 2018 still had 
a Wii version just last year, and Just 
Dance 2017 before that... and 
every installment in this wildly 
popular casual dance sim series 
since the brand was first born as a 
Wii exclusive back in 2009. We just 
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haven’t paid much attention to this 
series in the pages of NF recently, 
since there’s never much to say 
about it! Like a sports series that 
just gets annual roster updates but 
only tweaks its gameplay in minor 
ways each year, so too has Just 
Dance seemingly remained pretty 
much the same for nearly a decade 
now, only rotating in whichever 
new songs are hot on the radio 
waves most recently. 

(Wait, people still listen to the 
radio, right?) 

At this point, I'm just fascinated 
to see how far into the future this 
series will continue, still keeping up 
support for the Wii. Just Dance 
2020? Sure. 2021? OK. 2022? 2025? 
2030? If the Wii is still getting new 
sequels even after Nintendo has 
moved past the Switch as their 
active home console, then l'Il be so 
taken aback that I'll have to lives- 
tream myself playing whatever that 
version ¡s. 

But I'll be old then, and with 
weakened, brittle bones. So 1 hope 
Ubisoft wraps this franchise up 
before then! — LUCAS 


PREVIEWS 


NINTENDO LABO VEHICLE KIT 


The next box of Toy-Cons lets you conquer land, sea and air. 


| THOUGHT | was done! But they're 
pulling me back in. 

Though | successfully constructed 
every Toy-Con contained in Nintendo's 
Labo Variety Kit and Robot Kit to be 
able to bring you my opinions of them 
all in our last issue, it seems like my 
set will be rendered incomplete again 
soon — until | also finish building all 
the new Toy-Con projects in the new 
third set, the Nintendo Labo Vehicle 
Kit! This package hits store shelves in 
mid-September, and when you crack it 
open you'll find more sheets of card- 
board lying flat inside. These, though, 
can be folded and fitted together to 
create a variety of vehicles! 


Well, not full vehicles — just the 
parts of them that your hands and feet 
interact with. The rest is left up to 
your imagination and the images on 
your TV screen! 

| was able to successfully predict 
one of these in our round-up feature 
of future Toy-Cons back in Issue #33, 
when | guessed that the cardboard 
steering wheel we'd caught glimpses 
of in early Labo trailers would be sold 
as the "Toy-Con Car." And so it is, 
though now we know much more 
about it! Primarily, it's a standard 
wheel the likes of which we've seen as 
a special video game controller used 
in several racing games for several 


? 
WHATS IN THE BOX? 

Like the Nintendo Labo Variety Kit, the new Vehicle Kit will be sold with 
an MSRP of $69.99. For that price you'll get the Toy-Con Car, Toy-Con 
Plane and Toy-Con Submarine projects to build, the Toy-Con Pedal that 
works with all three vehicles to control the speed of each and the 
Toy-Con Key, which lets you swap between vehicle types at any time. 


generations — it directs an on-screen 
off-road buggy all around an open- 
world landscape as you cruise around 
ooking for things to interact with and 
just exploring in general. The wheel is 
accompanied by a couple of extra 
evers that activate on-board weapons 
ike a bomb tosser and a buzzsaw 
blade, a ripcord pulley that makes you 
pop a wheelie and the Toy-Con Pedal, 
which of course controls your speed. 
Get tired of just rolling around on 
and? No problem! By removing the 
Toy-Con Key from the center of the 
wheel and replacing it in the flight 
stick we also first looked at two issues 
ago, the buggy will transform on the 
fly and let you take to the sky in an 
airplane! The flight stick is officially 
the "Toy-Con Plane," and it will direct 
your pitch, roll and yaw as you soar 
through the clouds — and also fire 
missiles with its built-in trigger! 
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Finally, the last Toy-Con we profiled 
in NF #33 we tentatively labeled as 
"Engine" because we really didn’t 
know what we were looking at. As it 
turns out, that oddball box with two 
wheels on either side is the Toy-Con 
Submarine, and those two wheels are 
there for you to twist and spin as you 
independently direct the motion of the 
two rotors on the back of your virtual 
submerisble. You be able to explore 
vast underwater areas, seeking out 
hidden treasure — and then hauling in 
any booty you discover with a quick 
shot of your on-board harpoon! 

Being able to freely shift between 
three different styles of vehicle and 
explore every inch of land, sea and air 
looks like it’s going to be incredibly 
fun — so much so that the Vehicle Kit 
might just dethrone the Variety Kit to 
become the new top Labo set! We'll 
see soon, as I'll be back to folding up 
each new component as you read this 
and be ready to offer my evaluation of 
each one in the next NF. 

Hmm ... better go clean off the 
dining room table again ...— LUCAS 
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SUPER MARIO PARTY 


Let’s play a little game called ' Where's Waluigi?" 


AN EASY-TO-IDENTIFY indication of 
a character's importance to Nintendo 
is the prominence of their placement 
on official art. So, above, the key art 
the company's created for the new 
Super Mario Party has Mario himself 
up front, as expected, followed by his 
regular second banana Luigi and his 
preferred princess, Peach. Then a bit 
further back is Bowser in a boat along 
with Yoshi and Rosalina, all second- 
stringers if you just had this composi- 
tion to go by. Finally, shoved back in 
the rear and sandwiched between a 
couple of other C-Tier characters is our 
boy, Waluigi. Oh, sure, he's got his 
hand raised, pointing to the sky, 
claiming that he's Number 1. But we 
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whoever else. In Super Mario Party, 
though, choosing a character will be 
more strategic, as each one has his or 
her own unique Dice Block that will 
influence your options on the board. 
As an example, take a look at the 
Rosalina Dice Block below. Instead of 
having the standard 1 through 6 on its 


know he’s not. Not to Nintendo! 

Making matters worse is the fact 
that the two on either side of him — 
Daisy and Bowser Jr. — are playable in 
Smash Bros. While he still is not. His 
sneer tells you all you need to know 
about his thoughts on that subject! 

Trying to look on the bright side, 
though, at least Waluigi made the cut 
for the main art at all — several others 
like Wario, Boo, Monty Mole and more 
are nowhere to be seen. No, Monty 
Mole isn’t mentioned in error — he’s 
making his playable debut in this new 
Mario Party series sequel, along with 
Super Mario 3D Land’s Pom Pom anda 
common Goomba. In all, there will be 
20 different playable characters this 
time! The most the series has ever 
had. 

Being able to select from so many 
different characters isn’t a purely 


cosmetic decision, either. Past Party 
installments have had plenty to pick 
from too, but they’ve also been identi- 
cal in gameplay — it didn't matter 
whether you were Mario or Luigi or 
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six sides, it has 2, 3, 4 and 8 and then 
two sides that don’t grant her any 
movement at all if they turn up — they 
just award a couple of Coins instead. 

The Character Dice Blocks seem to 
reflect their owners. Mario’s, for 
example, is well-rounded and only 
mildly altered from a standard die — 
it's got a 1, three 3's, a5 and a 6. So a 
regular 50% chance that you're going 
to roll a 3, with only a 16.7% chance of 
a truly poor 1 roll. Bowser's Dice 
Block? Major risk vs. reward, as it has 
an 8, 9 and 10 on three of its sides, so 
there's a 50% chance there that you'll 
get a great amount of movement. On 
the other half, though, there's a 
measly 1 and then two sides that are 
marked with "Minus 3 Coins." So it's a 
literal gamble to try for a big move — 
and if you lose, you'll not only not 
move at all on that turn, but you'll see 
your Coin count get slammed to add 
insult to injury. 

This feature alone adds a lot of new 
pizzazz and possibility to standard 
Mario Party board game play, and I'm 
looking forward to seeing the signa- 
ture Dice Blocks of each character so | 
can make the best possible pick. If 
you're risk-averse, though, fear not! 
All the characters have access to good 
old standard 1 through 6 blocks too. 


| suppose | should explain the basic 
Mario Party gameplay, actually, since 
it's been years since we've had a real 
"normal" take on the virtual board 
game style of play the series first 
started with back in the N64 era. Dice 
Blocks matter because you take turns 
with your opponents rolling to see how 
far you're each going to be allowed to 
move around a game board. The 
normal Party Mode presents a four- 
way clash of characters, playable of 
course by up to four players at a time. 
Your goal is to save up Coins and make 
it to Toadette's Star Space before the 
other players do — she sets up shop at 
different random positions around the 
board, and whoever makes it to her 
can purchase Stars. After a Star is 
bought from her, she'll relocate to a 
different spot somewhere else and the 
race will be on to get to that new spot 
first — and so on and so forth until the 
game ends, at which point whoever 
has amassed the most Stars is named 
the winner! 

You're not just rolling dice and 
moving around a board, though. After 
each turn, a minigame competition 
pops up. In it, you face off against the 
other players in a wild variety of 
wacky activities, and whoever comes 
out on top wins the most Coins. 


Super Mario Party boasts at least 
80 different minigames that can pop 
up in Party Mode, and they all appear 
to be brand-new. Several are clearly 
taking advantage of the fact that the 
Switch has a lot more horsepower 
than the old N64 did, as you get crazy 
crowd scenes like the one seen above 
with all 20 playable characters in play 
at the same time. Clearly, this is going 
to be the wildest Party yet! 

Beyond the normal Party Mode that 
echoes the design of the series' early 
installments, the more modern spin on 
moving around the board we've seen 
in games like Mario Party: Star Rush is 
making a comeback as well. Partner 
Mode seems to be where this style of 
game is going to live, as a set of four 
players splits into two tag-teams of 
two players apiece. Then you're taken 
to a non-linear virtual board that will 
allow you to move in any direction you 
want after you make your dice roll — 
while also letting you combine your 
rolls and your count of Coins with your 
partner. 

Since this mode's set up just for 
2-on-2 play, the minigames used are, 
of course, all 2 vs. 2. Nintendo's given 
us a glimpse at a few, like Tall Order, a 
game in which you try to build the 
tallest tower of shaved ice possible by 


shaking your Joy-Con controller back 
and forth to mimic the motion of 
turning a hand crank. 

That's an important fact to point 
out, too: Super Mario Party seems to 
only be playable with lone Joy-Cons. If 
you only have the two that came with 
your Switch, you'll need to invest in 
another pair to have enough to make 
four-player fun happen! (I'm in that 
boat myself, as | invested in extra Pro 
Controllers for multiplayer gaming, 
not Joy-Cons — a trip to the store is in 
order.) Some of the minigames here 
seem like they'd be just fine with Pro 
Controllers, but there are many in the 
mix that call back to the motion 
control Wii Remote days, like Sizzling 
Stakes, a game in which you have to 
hold your Joy-Con like it's the handle 
of a pan and flip around a cube of 
meat with the motion sensors in order 
to sear all six of its sides. 

It might be a little hard to make 
him out amidst all the chaos swirling 
around him in each scene, but Waluigi 
is there in all these minigame screens 
— Nintendo might shove him into the 
background, but | know who I'm going 
to choose first on the character select 
screen every time! 

(Well, unless someone else has a 
better Dice Block, that is.) — LUCAS 
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MEGA MAN 11 


Taking one last look before launch! 


WHILE OUR LAST NF issue turned 
most of its attention to the rebuilding 
of the Blue Bomber as Mega Man 11 
claimed its cover, publishing dates fall 
in such a way that we've got this in- 
between issue stuck in the middle of 
that blowout and our full review of this 
all-new sequel, which will be coming 
your way next time. Luckily, Capcom’s 
been sharing so many more details on 
the game recently that we’ve got 
plenty to talk about for this last look 
before launch! 

First up, two more names of new 
Robot Masters have been revealed 
since our last check-in. Joining Block 
Man and Fuse Man in trying to scrap 
our hero for good will be Blast Man 
and Torch Man! 

Blast Man’s name didn’t strike me 
as a surprise, but his theme did — | 
thought he might be a sound-type 
Master in the tradition of Shade Man 
and his Noise Crush, since his helmet 
kind of looks like he’s wearing metal 
headphones. As it turns out, those just 
must be robo earmuffs to protect his 
hearing from the high-decibel blasts 
happening all around him on a regular 
basis, since he’s a bomb-type ’bot! 
Bomb-themed bosses are a tradition in 
Mega Man games going all the way 
back to, well, Bomb Man in the very 
first Mega Man game. Like that first 
explosive enemy, Blast Man hurls tons 
of detonating spheres to try to blow 
Mega Man sky high! 
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When Mega Man inevitably blasts 
Blast Man to bits, he'll gain the Chain 
Blast weapon — it lets him lob bombs 
one at a time or link more than one 
together to create larger explosions! 
Maybe it'll blow open some hidden 
passages in other stages? 

Torch Man's level might be a good 


place to test it out, as it’s a forest that 


already happens to be on fire. So no 
worries about starting another blaze! 
Torch Man’s theme was obvious from 
the start, but from Capcom’s recent 
reveals we now know that the newest 
fire-type foe thinks of himself as 
something of a martial artist. He'll 


attack Mega Man with a series of 
flaming Hadokens and burning kicks 
that look like they'd be at home in 
Capcom's Street Fighter series. Maybe 
a deliberate homage? 

Dousing Torch Man will earn Mega 
Man the Blazing Torch. It first hurls a 
ball of flame up into the air at a 45- 
degree angle, then changes direction 
and rockets down toward the ground 
diagonally like a meteor. Probably a 
safe bet that it’ll be the weapon of 
choice when fighting the ice-themed 
Robot Master whose name we don't 
yet know. (Though with how quickly 
Capcom’s been rolling out new info, he 
could be revealed before this issue 
reaches your mailbox!) 


Besides new boss and weapon 
details, Capcom’s been pulling back 
the curtain on modes, modes, modes! 
They’re going for tons of replay value 
in this one, as once you've cleared the 
main game you'll still have plenty to 
do. Like Balloon Attack! In it, red and 
blue balloons litter the stages and you 
must pop the reds while avoiding the 
blues. Mess up and extra seconds get 
added to your completion time, so 
play it clean to hit the leaderboards! 

A more traditional Time Attack will 
be available too (sans balloons), as 
will a Score Attack, a Challenge Mode 
filled with unique situations to fight 
your way out of and, most interesting 
to me, a "Jump Saver" mode that has 
you trying to finish levels with as few 
jumps as possible. It’s all about saving 
those A presses! 

Mega Man 11's looking massively 
fun, and | can't wait to finally get my 
hands on it — soon! — LUCAS 


DOOM ETERNAL 


Coming to the Switch right alongside all the other systems! 


THIS ONE COULD be a real game- 
changer, Switch fans. 

Bethesda Softworks has been a 
loyal supporter of the Switch from the 
start. The Elder Scrolls V: Skyrim was 
featured in the unveiling of the system 
back in October 2016, then went on to 
launch one year later — with added 
Legend of Zelda content. Before the 
Skyrim Switch port could hit store 
shelves, though, Bethesda swooped in 
with a surprise DOOM port one week 
earlier! And then Wolfenstein II: The 
New Colossus, which claimed a cover 
spot on NF #31 and is reviewed later in 
this issue, got its Switch version in 
June of this year. 


Taken altogether, it’s clear that 
Bethesda likes Nintendo’s latest 
console. That status might very well 
be getting upgraded to "love" with this 
latest announcement, though: DOOM 
Eternal is coming to the Switch — and 
on the same day as it hits all other 
platforms, too! 

Yes, it’s happening. Rather than 
having to wait for months or years for 
a port of the game to arrive on Switch 
after it debuts elsewhere, this DOOM is 
targeting Nintendo players from the 
start, putting them on equal footing 
with PC, PlayStation and Xbox gamers. 
| might have to take a moment to 
catch my breath! It’s been so long! 


Speaking to Eurogamer, DOOM 
Eternal's executive producer Marty 
Stratton declared, "We're still a way 
away from launching but we have 
made the decision to make Switch a, 
what we call internally, ‘first class 
citizen'." 

Back in the ring with the big boys 
now, aren't we? The last time major 
AAA third-party titles planned simul- 
taneously launches across all three of 
Nintendo, Sony and Microsoft's active 
consoles was in the GameCube era. It 
has been a while since we were in this 
reality! 

What makes the announcement 
even more exciting is that the game 


PREVIEWS 


“SWITCH PUBLISHER: BETHESDA 
DEVELOPERS: iD SOFTWARE & 
PANIC BUTTON RELEASE: ТВА 2019 
RATING: M 


itself looks absolutely incredible. It’s 
once again earning its "M for Mature" 
rating extremely forcefully in every 
single scene and sequence, as there's 
more gore than ever before — so 
please, please be advised that this is 
an experience not at all suited for our 
younger readers. (The screens seen 
here are as intense as coverage from 
us will get.) But if you’re an adult who 
can comfortably handle copious 
amounts of mutilation, DOOM Eternal 
should be topping your wishlist now. 

That actually seems to be a point of 
emphasis for the design team this 
time — mutilation, that is — as demons 
now take visible damage from your 
weapons fire, losing limbs or chunks of 
flesh as you tear them apart with 
bullets, bombs and one specific all- 
new addition to your arsenal: a grap- 
pling harpoon called the Meat Hook. 
Its debut in the Doom Slayer’s sack of 
toys highlights another area of extra 
emphasis for this sequel: movement. 

Old Doomguy's outfitted with a 
totally new combat suit this time, and 
it’s enhanced his mobility dramati- 
cally. The Meat Hook skewers foes 
from a distance — but rather than pull 
them in toward you, it does the 
opposite and sends you flying straight 
toward their position. In that way you 
can use enemies as latch points to 
zoom around the environment, then 
combo your grapple with new dash, 
climb and swing maneveurs to really 
put on a ton of extra speed. Moving 
has never been so dynamic or fun in 
the DOOM series as it is in Eternal! 

We may have a while to wait for 
this one, as "TBA 2019" could mean it’s 
still over a year away at this point. But 
its announcement alone is already a 
game-changer! — LUCAS 
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PREVIEWS 


YO-KAI WATCH BLASTERS: 


RED CAT CORPS & WHITE DOG SQUAD 
They ain't afraid of no Yo-kai! 


LEVEL-5 MAKES SOME incredible 
video games, but good gravy do they 
take their sweet time with localizing 
them for audiences outside Japan. The 
Yo-kai Watch franchise in particular is 
running years behind schedule, and 
the company will play more catch-up 
right around the time the print version 
of this issue lands in American mail- 
boxes: Yo-kai Watch Blasters hits store 
shelves in the West on September 7. 
Overall, the wait since it first hit 
Japan will clock in at just under three 
years and two months. 38 months! 
And this is just a spin-off game, not 
the core sequel Yo-kai Watch 3, which 
may very well be in jeopardy of never 
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getting an English language release at 
this point, seeing as the 3DS is fading 
out faster and faster with each passing 
day. (Maybe it'll drop in 2019? | hope 
so! I’ve been looking forward to it.) 
Level-5's poor time management 
aside, Yo-kai Watch Blasters still looks 
like a fun time. This game presented 
itself as a full-on Ghostbusters spoof 
in its home country, but legal worries 
have caused the lethargic localization 
process to also have to obscure many 
of those references. (The name was 
"Busters" instead of Blasters in Japan, 
for one, and the character seen in the 
screenshot above and to the right was 
a straight-up clone of 
the first movie's Stay 
Puft Marshmallow 
Man there too.) 


The fire station home base, the 
Proton Packs and a car that looks a 
whole lot like the Ecto-1 are all still in 
place, though, so fans of the "Who you 
gonna call?" gang should still be able 
to parse the homage. 


Gameplaywise, this one's totally dif- 


ferent from past Yo-kai Watch titles, 
setting aside their RPG exploration 
and wheel-spinning combat scenes for 
direct action sequences. You'll lead a 
team of four Blasters into fights 
against dozens of different big bosses, 
controlling heroes like Jibanyan or 
Komasan to unleash spirited justice on 
these wayward wights. Of course, who 
you control will depend on which 
version of the game 

you purchase. 


Like Yo-kai Watch 2 before it, 
Blasters is shipping to stores in two 
different versions. Jibanyan headlines 
the Red Cat Corps edition, while 
Komasan will be your lead Yo-kai if 
you choose White Dog Squad instead. 
In Japan, the soaring sales of this 
game inspired Level-5 to produce a 
third version later on — but, at this 
point, I kind of hope they skip bringing 
that one to the West so they can go 
ahead and get moving on translating 
Yo-kai Watch 3. It debuted in July 2016 
in Japan! Come on, guys! — LUCAS 


COMIC BREAK 


the sitcom starring а) final) boss) and an 


obnoxious) “905 01 Чес) game) mascot 
by LLK 


SHUT UP, » 
BOTH OF YA "Rival".. 


Do I not 
count as a 
sufficient 

rival? 
I'm the final 
boss after all... 


Yeah, hi, it's me, 
DERE TS un g'knou, the director. 


So I've been talking to 
иас hue the studio's shareholders 

and they feel it's time 
VASE Эгц 43 E we introduce a rival 


ANYWA get outta her 


ARE YOU THOUGH? *7? 
We don’t see uou 
do a ton of 


MONDO татан e m actual fighting 
dee НЕН ӘС thine in this story... 


So okay, first off, 
we need to 
pretty much 
just clone 

the main character 


Oh, right, 
so... the proportions. 


good. 
Now we gotta change 
the color scheme a bit. 
We're out of pink-gold 
paint at the moment, 
so we'll go with... 
psshh... 


All right, 
so we gotta know Everyone knows that 
the rival’s the rival has to 
a villain, u'see? E S have really 
8 Kids associate weird proportions. 
So we need, like... shades with 
chompy teeth. heroism. A The more it 
Market research looks like 
Oh and change the said so. someone drew it 
classes. A A from memory, 
— — M the better. 


I dunno, buddu... 
I guess... silver? 


Also let's change 
the hair. 


THER 
NOW WE'RE TALKI 


Can we add an 
evil pet? 


you know? 


DOH? , i 
And ANGRY EYEBROWS | alus] AS, SIMA 


LUIKGNEEBLE тасада UNKNOWN, right?? 

Not like a So angry that 

cat or anything. Cain AO қ So yeah. таса like.. 
i ( turn the character's 

Сун dE angry eyebrow head into something 

How about... yeah? г 9 9 " y = kinda shaped 

Perfect? like a 

question mark. 


EXCELLENT ** 
LET’S PUT 
THIS THING INTO 
A TENNIS GAME 
IMMEDIATELY** 


0660У 
САМЕТ ER 


BY LINDSEY LAYNE KIN 


SEPTEMBER/OCTOBER 2018 37 


You were expecti ng 
something else? 


| 
AE 
aS 
AA 
SSS 
SSS 
| 
MEE 
ELI emp 
San 
a 
Ui 
Баахан 
гарсаны 
25222050 
A 
заса 
[S| 
A 
SEA 
SA 
| 
A 
| 
| 
HA 
Em 

- 


Waluigi is the star of this issue, so we're chronicling 
his entire 18-year career to discover just when he 
became so beloved. When did he turn the corner 

from roster filler to fan favorite? Let’s find out! 


BY BRETT MARTIN, CHRIS CARTER, DAVID OXFORD, TONY PONCE & LUCAS M. THOMAS 


TENNIS, ANYONE? 


WALUIGI IS AN adult. 

Maybe not behavior-wise, sure. He’s still as immature as a 
spoiled little preschooler. But, chronologically, he is one froma 
legal point of view — he just turned 18 years old! His first-ever 
appearance came in the middle of 2000. On July 21 in Japan 
and then a month later on August 28 in North America, Mario 
Tennis for the Nintendo 64 hit store shelves. Powering it on for 
the first time and heading to the character select screen to set 
up their first match, the N64 fans of the day were greeted by 
an oddly lanky, weirdly grinning and all-over purple-clad 
parody of the second-most-famous plumber brother. 

"Uh, what? Who's this guy?" 

Waluigi didn't just appear out of thin air to claim a slot on the 
CSS, though. He was fully introduced in the dynamic and 
comical intro cutscene (a Mario sports series tradition, thanks 
to the efforts of Camelot Software back in this N64 era). While 
Mario, Luigi and the rest of the Mushroom Kingdom good guys 
participated in a leisurely tennis tournament, Wario and his 
new best pal looked on menacingly from the shadows. When 
the tourney culminated in a brother vs. brother face-off 
between the Mario twins, Waluigi burst out onto the court to 
make his debut! He challenged Luigi on the spot, but the green 
man rebuffed him, saying, "Luigi not afraid." Well, that just 
enraged the new anti-Luigi all the more, and the two stared 
each other down at mid-court . . . while Mario and Wario went 
eye-to-eye as well. 

We never got to see that first doubles grudge match play 
out, though, as Bowser appeared to break up the plumbers' 
posturing and then a Bob-omb blew everyone up. (Of course.) 
It was left to players, then, to decide how the story ended — 
either selecting Luigi in order to vanquish this new would-be 
villain (as the developers apparently intended) or else picking 
Waluigi to serve up an L to Mr. L himself! 

All in all, a wonderful intro to a WAAAHHnderful new foe, 
and one that's established him as a tennis pro ever since! 


TROPHY TREATMENT 


OUR MAIN MOTIVATION for presenting a total Waluigi 
retrospective now instead of, say, waiting until the 20th 
anniversary of his first appearance is that his most vocal fans 
have cried out for justice in the last few months. Justice in the 
Super Smash Bros. series, that is! To thousands of Waluigi 
aficionados, his lack of a playable roster spot in the new Super 
Smash Bros. Ultimate and continued presense as only an Assist 
Trophy together amount to a slap in his elongated face. 

But what if | were to tell you that he's been respected by 
Smash from the start? 

Consider, if you will, Super Smash Bros. Melee. Released in 
2001 — barely one year after Waluigi's debut in video games 
overall — this second Smash installment was the first in the 
series to feature Trophies. After earning Coins through playing 
the various modes of the game, players could participate in a 
Trophy Lottery, gambling their winnings away to unlock a 
variety of 3D models featuring classic Nintendo heroes, villains 
and in-game objects. And among this catalog of the whole 
history of the company up to that point? Waluigi! 

Yes, even at just over one year old, Waluigi was honored with 
a Trophy in Melee. No one was upset that he wasn't a playable 
fighter — this was Melee, remember, so major characters like 
Bowser, Peach and Zelda were just gaining fighter status them- 
selves. And Assist Trophies didn't exist yet — that will come 
later, in 2008 — so there were no moments of disappointment 
when he'd appear on the battlefield, but only in uncontrollable 
form. 

Also honoring Luigi's new nefarious nemesis in 2001? Mario 
Party 3, where he joined the playable cast and got his own 
board, Waluigi's Island. In fact, he was the only character in 
that game to own one of the boards! /n fact, he was the 
ultimate foe of Story Mode, even beating Bowser with his bare 
hands! Altogether, 2001 was a great sophomore year. 


Waluigi 


This tall, thin, evil— 
looking guy seems to 

be Luigi's rival. He works 
hard at his mischief: 
Waluigi reportedly spent 
a lot of time training 
for his debut in Mario 
Tennis by honing his 
ability to antagonize 
the Mario brothers. While 
it's general knowledge 
that he's the same age 
as Luigi, his relationship 
to Wario is unclear. 


Mario Tennis 
8/00 
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PARTY INVITE 


OK, SO PRAISING Mario Party 3 for respecting Waluigi is 
perhaps not entirely appropriate, because while he was 
playable in Party Mode, he couldn’t be selected in Story Mode 
— since, as we just went over, he was the final opponent in that 
mode, and the story wouldn’t have made much sense if players 
got to be Waluigi and then had to defeat Waluigi. 

Narrative is very important in Mario Party! 

So it was that Waluigi’s full welcome into the series, in all 
capacities, didn’t come until 2002’s Mario Party 4. That was 
when the series transitioned to the new Nintendo GameCube 
and the rail-thin rascal got a much more attractive 3D model to 
represent his rogueish good looks. 

There wasn't anything too unique to his role in Party 4 — it 
did inspire his first merchandise, as Brett pointed out back on 
Page 10 — but in his other 2002 appearance, his nascent rivalry 
with Luigi actually came to blows! The two went toe-to-toe in 
the Modern Boxing game included in Game & Watch Gallery 4 
on Game Boy Advance. Watch out — Waluigi cheats! 
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KART-Y INVITE 


AND THEN, DEAR friends, Waluigi got his first big break. 

Yes, starring in Mario Tennis was a great first step. Being 
welcomed into the Party series for a pair of sequels soon after 
was also important. Game & Watch Gallery 4? So-so on the 
scale of impact. 

But Mario Kart? The flagship Mario spin-off brand? The 
series boasting titles that have frequently sold more copies 
than the main Mario games themselves? That’s the place to 
find new fans. And so it was with wonderful serendipity that 
the first Mario Kart sequel that came into existence after 
Waluigi had been designed as Wario's doubles partner did also 
just so happen to feature a doubles gimmick for its gameplay 
as well, once again meaning that Wario needed an ally with 
whom he could be paired. Waluigi was primed and ready! 

In Mario Kart: Double Dash!!, Wario and Waluigi were 
brought together again to form one of the default duos who 
competed in its unique two-characters-on-one-vehicle races. 
Not simply a sidekick to Wario, though, Waluigi also earned 
unique recognition in the form of a special kart all his own — 
the pointy nose-shaped Waluigi Racer — and he also got to 
apply his name to one of the racetracks, Waluigi Stadium. 
(Luigi, meanwhile, had a signature vehicle that was just a 
green recolor of Mario’s. Ha!) It’s safe to say that Double Dash!! 
introduced millions more fans to the WAAAnderful one. 

2003 didn’t begin and end on the kart tracks for him, 
though, as Waluigi also appeared in two more Mario Party 
installments — Mario Party-e and Mario Party 5 — and he got 
perhaps the best showcase of his personality yet in the intro 
sequence of Mario Golf: Toadstool Tour (which contributed the 

image of his extreme irritation you saw back on 

Page 9). It was the first new console Mario 

sports game Camelot created after his 

A p introduction three years earlier, and 
] you could tell they'd grown fond 

of their new creation and 

wanted to show him off 

even more than before! 


ANIMATED ANTICS 


THE YEAR 2004 sits as one of the more notable times in 
Waluigi’s career, yet at the same time, subtly so. This was the 
year that he returned to the very court that birthed him for 
another round of Mario Tennis — that is, Mario Power Tennis! 

In a way, it makes sense that returning to his roots would be 
where Waluigi got his first time to truly shine not just as one 
player avatar among many, but as a source of humor. Setting 
Mario Power Tennis apart from the entries in the series before 
and since (to the lament of many fans in the latter case) was its 
generous inclusion of cutscenes. And it’s in the biggest one of 
all, the intro, where Waluigi truly shined. 

The intro movie is full of slapstick, as Wario and Waluigi are 
dealt defeat by their goody-good counterparts in the Peach 
Dome Tournament. Disgruntled by the less-than-flattering 
picture of them in the rankings, they take it upon themselves 
to "improve" the portraits of their respective rivals, with 
Waluigi leading the charge against "Mr. Eyeballs" (a.k.a. Luigi). 

Unfortunately, the local authorities don’t look kindly upon 
the vandalism, thus giving chase. The dastardly duo ultimately 
evade their pursuers, and wind up in the lair of Bowser, who 
puts them through a strict training regimen so they can put 
their rivals (and his sworn enemies) in their place. In the end, 
however, they just wind up deciding to Bob-omb the place — 
not the best strategy, given that everyone in the joint is 
equipped with a racquet made for hitting spherical objects 
back to where they came from. 

Throw in some bloopers, an ending where Waluigi falls 
victim to Wario’s enthusiasm for winning and further in-game 
cutscenes where he, among other things, tries to steal other 
characters’ trophies (like poor Fly Guy’s, below) and you start 
to get an idea of what people see in Waluigi. 

Though tennis wasn’t all 2004 had in store for Waluigi, as he 
also hit the links as an unlockable character in Mario Golf: 
Advance Tour and shot for the stars in the sixth Mario Party! 


<= FEATURES 


TRUE VILLAINY 


2005 COULD HAVE been considered the "Year of Waluigi," 
because he really packed in his appearances — but also 
because he had his first real role as a villain! 

He was playable in Mario Superstar Baseball, which featured 
his Liar Ball special, and partied hard in Mario Party 7. He 
picked up his tennis racquet again to compete in Mario Tennis: 
Power Tour and was seen screaming around the track in his 
Gold Mantis backhoe after being unlocked in Mario Kart DS. He 
was even in Super Mario Strikers playing soccer that year! But 
none of these appearances rivaled his role in Dance Dance 
Revolution: Mario Mix. 

The DDR craze was hitting a fever pitch in 2005, allowing for 
the creation of a Mario-themed version. Kicking off the whole 
adventure was Waluigi, who's seen sneaking into Truffle Tower, 
where the legendary "Music Keys" are hidden. The keys are 
able to grant the holder any wish — Waluigi’s greatest desire, 
apparently, is to become the best dancer on the planet! He 
doesn’t get his wish, unfortunately, as the keys get immedi- 
ately scattered throughout the Mushroom Kingdom. Mario 
challenges Waluigi for the one key that he managed to keep, 
the two of them compete in a dance-off (because logic waved 
bye-bye long ago) and, when bested, Waluigi gives up his key. 

Though he set the events of the adventure into motion, the 
likes of Wario, Blooper and, of course, Bowser fill in the rest of 
the boss roster. Waluigi is not seen in the game again — so, 
while they tried to give Waluigi a part in a story, it was still 
usurped by other, more recognizable characters. It is still his 
only actual villainous role in a Mario game to date, as all other 
appearances are simply to fill out rosters in sports or racing 
games. This is also the only game that confirms him as a villain, 
as before he was just a rival to Luigi and not necessarily 
capable of concocting schemes or executing evildoing! 
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POWER FORWARD 


COMING OFF OF the incredibly strong 2005 — which held 
seven different Waluigi appearances in total — our champion 
claimed only one role in 2006. Only one! 

Though, to be fair, 2006 was a console transition year, and 
those are traditionally light for Nintendo across the board, so it 
wasn’t just Waluigi who was left looking for more work. 
Perhaps just wanting to stretch their legs and enjoy a little 
downtime between other, more major releases, he and the rest 
of the Mario series all-stars got together to hit the court and 
shoot some hoops. 

Mario Hoops 3-on-3, to be exact! By this point Waluigi had 
competed in four different tennis games, two golf outings, a 
pair of go-kart tournaments and one soccer spectacular, but 
he’d never yet touched a basketball. None of the Mario cast 
had! Hoops 3-on-3 was the first Mario sports spin-off to be 
based on the game of dribbling and dunking. 

Waluigi excelled on the court with his natural height and 
graceful moves, capped off by his signature Twist Dunk — but 
more important were his new opponents. Because Mario 
Hoops 3-on-3 was developed by Square Enix, it contained a few 
crossover characters from the Final Fantasy franchise, like a 
Black Mage, a White Mage and a Moogle. Waluigi going 
toe-to-toe with mascots from another series? Third-party 
mascots, at that? That’s a pretty strong resumé point for a guy 
still trying to dribble his way into the Smash roster. 


е” 
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THE INFAMOUS CHOP 


BREAK IT DOWN! 

While Waluigi was featured as a playable character in plenty 
of the usual titles throughout 2007 — including the monumen- 
tal uniting of Mario and Sonic under the banner of the Olympic 
Games — it was in the second (and to date, sadly final) entry іп 
the furious footy franchise known as Mario Strikers that he 
really shone brightest. 

With the intensity of the game ramped up to Mad Max-like 
proportions in every respect, Waluigi entered like a champ — to 
a banjo-twanging country-style song, no less. That's right: 
Waluigi rejected what everyone else accepted as appropriate 
music for the event, then substituted his own. He hit the 
ground ready to play, and when it was time for a Mega Strike, 
he broke out a thorn whip amidst a dark tangle of brambles 
that would make even Simon Belmont jealous. 

But what everyone remembers about Waluigi in Mario 
Strikers Charged are his victory celebrations. 

Among the numerous animations, fans of D-Generation X 
know what Waluigi was talking about when he raised both 
hands and brought them down to his — er, thighs in unison. 
He's got four words for ya: "Wa-lu-i-gi, yeah yeah yeah!" 

Even better was when he was just about to perform the move 
— but then stopped short, wagging his finger patronizingly. 
"Ah-ah-ah," he said with a chuckle as he walked off the field. 

But if you weren't down with that, it was still hard not to be 
amused as he taunted his fellow players. "You want the ball?" 
he'd ask. "Here!" he'd say, spiking it right into their face. 

Put simply: Playing as Waluigi in Mario Strikers Charged was 
just too sweet. 


CALLED IN TO ASSIST 


ON MARCH 9, 2008, North American Wii owners set aside 
their Wii Remotes and dusted off their GameCube controllers 
for the fisticuff frenzy of Super Smash Bros. Brawl. Our antici- 
pation was at an especially volatile climax thanks to the Smash 
ros. Dojo (or, if you prefer, "DOJO!!"), which had been deliver- 
ing the skinny on new gameplay features every weekday in the 
ear leading up to release. From the expansive Subspace 
missary Campaign to the tide-turning Final Smashes of each 
individual fighter, each nugget of information was a plutonium 
rod providing fuel for the nuclear hype engine. 

But lo, were our hearts unprepared for that particular 
bombshell that dropped on December 14, 2007. When we first 
learned that Wario would be answering the call to arms, we 
waited with bated (garlic) breath for his partner in mischief to 
join him on the front lines. Yet the hopes and dreams of a 
Nintendo nation were scattered like so many grains of rice with 
an introductory sentence that read, "The fact that he’s an 
Assist Trophy means he won't be appearing as a playable char- 
acter, but..." 

NO!!! There are no "buts" to be heard! Certainly no "butts" to 
be kicked — not as Waluigi, in any case! Do we look like chumps 
to you, Mr. Sakurai? Do you think we wouldn’t be able to handle 
the agency of directing Waluigi’s mighty tennis backhand our- 
selves? And to deliver this news on a Friday, of all days! You 
knew how we would react, so you gave us an entire weekend to 
stew in a pot of loathing! 

Each successive chapter in the Book of Smash has been 
smeared by the Ink of Injustice, as Waluigi is repeatedly denied 
his rightful place in the Hall of Heroes, crammed instead inside 
the Sidecar of Second Bananas. Not even token sports cameos 
in Mario Kart Wii and Mario Super Sluggers could get the 
sweaty stank out of 2008's upholstery! 

This would be just his first Assist Trophy role, though... 


<= FEATURES 


OLYMPIC OUTINGS 


IS IT JUST us, or has it always seemed a little odd to you all too 
that Waluigi keeps a constant grip on his tennis racquet in his 
Assist Trophy appearances? It's obviously an homage to the 
fact that he first appeared in Mario Tennis, but it just seems a 
little out-of-sync with the other overalls-wearing characters — 
Mario, Luigi and Wario — who all wade into the fray with 
nothing but their knuckles. Maybe Waluigi was supposed to 
respond to his summons with no weapon as well, but he 
cheated and kept his racquet anyway? That seems more in line 
with his character. 

Headcanon justifications aside, Waluigi’s simply more known 
as a sportsman than all the other Mario characters, even 
though he’s got the same number of sporting appearances as 
many of them. It must be because he’s a spin-off exclusive 
character who never shows up in the mainline Mario adven- 
tures — he's known more as a sports enthusiast because there's 
not another good angle to take to get to know him. 

But whatever! If Waluigi's going to have the reputation of 
being the Mushroom Kingdom's most sports-addicted icon, so 
be it! It just serves to set him up all the more for success when 
he finds himself facing off against athletes who hail from other 
homes - like the characters from Sega's Sonic the Hedgehog 
franchise! 

The first Mario & Sonic Olympics game arrived back in 2007, 
but 2009 proved that the first crossover wasn't a one-off 
special event when Mario & Sonic at the Olympic Winter Games 
arrived on Wii and DS. It also happens to have been the lone 
Waluigi appearance in all of 'O9, so this is the best place to talk 
about the purple man's pursuit of gold medals! 

Though character rankings vary from game to game, in this 
particular Olympics Waluigi was given the highest Skill rating 
out of all the Mario characters — he was matched only by Dr. 
Eggman on Sonic's side. Being a mental match for the mad 
scientist who's served as Sonic's archenemy for decades? Not a 
bad place to be at all! 

(Maybe if Nintendo isn't going to let him have his own game, 
Waluigi could cross over into Sega's series and attack Tails with 
a giant mech or something.) 
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THE SPORTS SLUMP 


IMMEDIATELY FOLLOWING 200955 one (and only one) 
Waluigi appearance was 2010 — which also had him in just a 
single new release. Mario Sports Mix! That was it. 

And, to be entirely truthful, we’re fudging the dates a bit 
here to give 2010 some claim to fame, because Mario Sports 
Mix did arrive that year . . . but only in Japan. It actually didn't 
launch in localized form in the West until early 2011. So, if you 
want to, you can think about 2010 as a lonesome, Waluigi-less 
Western vacuum. How his fans must have suffered through 
those empty 12 months! 

But hey, at least we got Super Mario Galaxy 2 and, uh... 
Metroid: Other M? (Yeah, things weren't looking great back 
then.) 

So, Mario Sports Mix it is. As the follow-up to 2006's Mario 
Hoops 3-on-3, it brought back many elements of that outing: 
being developed by Square Enix, playing basketball, facing off 
against Final Fantasy foes. New in the mix was the iconic Slime 
from the Dragon Quest series — giving a bit more breadth to 
Waluigi's crossover connections — and b-ball wasn't the only 
game available this time, as the Mix mixed in hockey, dodgeball 
and volleyball as well. Basically a whole set of sports that 
Nintendo's never had enough confidence in to grant them their 
own standalone games... like they've never had enough confi- 
dence in Waluigi to headline his own adventure either! 
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CUT OUT OF KART 


WHATS WORSE THAN never being picked to join the 
playable character roster in an ongoing Nintendo series? Being 
picked, then picked three more times, then being dropped. Out 
of nowhere. For no good reason. 

After Waluigi's debut in the Mario Kart franchise in 2003, he 
appeared in three more Kart sequels before Mario Kart 7 for 
the 3DS rolled around in 2011. But when players got to the 
character select screen in this particular installment, Waluigi 
was nowhere to be seen! He got the axe entirely, and, worse, 
total newcomers like Wiggler and Super Mario Galaxy's giant 
bee the Honey Queen seemed to take his place. 

Worse still? He was still referenced in the game by name, 
through its inclusion of the classic course Waluigi Pinball, 
returning as a retro track after its debut in 2005's Mario Kart 
DS. So you could race around on Waluigi's home turf . . . just 
not as Waluigi himself. 

At least he didn't get neglected entirely in this calendar year! 
As we just mentioned to the left, Mario Sports Mix was really a 
2011 game in the West. 2011 also got ahead of itself by hosting 
the debut of the 2012 Olympics tie-in title, with this Mario & 
Sonic clash taking place in London. And Waluigi closed out the 
year by starring in Fortune Street, a localized release of 
Japan's Itadaki Street series (most commonly described as 
"Mario Party meets Monopoly"). 


5 


MUSE OF A POET 


KIDS WRITE THE darndest things. 

Sam Daly of Leo Nickerson Elementary in St. Albert, Alberta, 
sent a Shakespearean ode to the Canadian Children’s Book 
Week 2012 competition and crushed all other entrants in the 
Grade 4 category. A poem about Waluigi — the Waluigi! — 
surpassing profound stories concerning subjects like nano- 
technology and a priest’s confrontation with the devil? That’s 
called "talent," my friends! 

But if you thought that seeing Waluigi’s plight given national 
exposure would be the impetus for Nintendo to rectify this 
long-standing wrong, you thought wrong! (Maybe they’re 
waiting for the inevitable Billboard-topping Waluigi tribute 
album and SXSW Film Award-winning Waluigi documentary 
before making their next move!) 

Judges specifically commended Sam’s efforts to draw atten- 
tion to an otherwise overlooked character; for that reason, 
Sam is a True Waluigi Fan™. And lest you doubt his lyrical pro- 
digiousness, here’s his "Ode to Waluigi" in its entirety! 


ODE TO WALUIGI 
BY SAM DALY 


Oh, purple-moustached clever Waluigi. 
Thou art such a genius when it is thy time to attack 
Mario and Luigi! 

How thou attach springs to thy shoes, know | not! 
Why dost thou not have thy own video fame? 
Art thou enraged that thou dost not have one? 
Why dost thou fight the Mario brothers? 

Thou art negative and wicked when shooting fireballs 
at thy green plumber, thy foe! 

Why art thou always cranky? 

Art thy purple knickers in a knot? 


Perchance Alvin Earthworm annoyed thou with his YouTube video. 


Why art thou so tall and slim? 
Perchance a Power Flower fell in your mouth 
when thou wast a baby. 
Why dost thou wear a purple suit? 
| like thy violet outfit for its unique hue. 
Shouldst thy brother Wario and thou fight so repeatedly? 
Is Bowser the Dragon-turtle your fiendish companion? 
| dost wonder what it wouldst be like to be friends 
with Bowser and thou. 
Dost thou own the Vicious Petey Piranha Flower? 
Dost thou like the kind Princess Peach? 
If thou couldst own a Yoshi wouldst thou? 
Thou art so sly and crafty our slippery Waluigi. 
Dost thou fight Geno the Explorer dangerously? 

Why art thou not in Super Smash Bros. Brawl? 
Perchance thou art sad for being excluded from that rough game. 
Why art thou so nimble when thou escape the police? 
Thy symbol is an upside-down L. 

Oh, thou art sneaky, secretive and tricky, mine own Waluigi! 


<= FEATURES 


FROZEN OUT AGAIN 


RACING ALONG QUICKLY after the indignity of Waluigi’s 
Mario Kart 7 non-appearance was a second slap in the face 
from the same series. Mario Kart Arcade GP DX — which you 
might have encountered in those few remaining places where 
coin-op game cabinets continue to operate — left our star off 
the character select screen again. And in his place? Ice Luigi. 

"ICE" LUIGI. Regular Luigi was already selectable, and rather 
than give Waluigi a spot next to him, the developers decided 
Luigi himself should appear again, just in different-colored 
clothes. That’s cold. 

To be fair, Waluigi was unlockable in the game. But who's 
actually going to sit and pump quarters into an arcade game to 
unlock a character who isn't there by default? Nobody. So few 
probably ever saw him pop up in this uncommon Kart. 

At least 2013's other releases treated him better. Waluigi was 
presented as a default playable character in both Mario Party: 
Island Tour and Mario € Sonic at the Sochi 2014 Olympic 
Winter Games. (Pretty chilly there, too.) 


( 
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TRY HARDER, | GUESS? 


OH, MASAHIRO. YOU know exactly what you’re doing, don’t 
you? You know the fans are there. You know what they want. 
And yet you delight in teasing them all. 

After Waluigi’s appearance as a Trophy in Super Smash Bros. 
Melee and then his upgrade to become an Assist Trophy in 
Super Smash Bros. Brawl, it was a reasonable hope that he 
might get upgraded one more time when the next sequel came 
around, finally taking that last step to become a playable 
fighter. Even years before Nintendo polled fans directly with 
the Smash Bros. Fighter Ballot, they surely knew of the fans’ 
love for the man in purple. And character reveals for the new 
Super Smash Bros. for Nintendo 3DS and Wii U were gradual, 
playing out over a span of years, with months often going by 
between reveals in various Nintendo Direct events. 

So it was that on February 17, 2014, in his "Pic of the Day" 
update to the Smash games’ Miiverse community, Mr. Sakurai 
dropped the bomb. Alongside the image of the unplayable 
Waluigi running across the battlefield away from Luigi and a 
ledge-clinging Mario, he said, "Once again, Waluigi’s Assist 
Trophy joins the collection!! . . . Which also means he's not a 
playable character. Just because you try hard doesn't mean 
you'll make it into the battle." 

Mr. Sakurai, bless you for all your hard work. You put in so 
much time and effort for these games! And, also, you're a troll. 
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WARIO BROS. TIME? 


ITS WALUIGI TIME all day, every day. True fans know this. 
But every so often the insane inverse oddity gets more of a 
time to shine than usual, and 2015 was most definitely one of 
his biggest years. 

In 2015 Waluigi not only made his token appearance in Mario 
Party 10, but he could also be found in Mario Tennis: Ultra 
Smash and Super Mario Maker. Sure, he might have been one 
out of 153 total costumes, but when he was revealed he was 
one of the most talked about because he was completely unex- 
pected. The black sheep of the Mario universe appearing in a 
real 2D game? Well, believe it! While Mario Maker featured just 
a skin to his name, it also served as a quasi-proof of concept 
for a new 2D game: a full sequel to New Super Mario Bros. 2! 

You already have the main focus ready to go: gold. Who loves 
gold more than Wario and Waluigi? No one in the history of 
Nintendo. The development process would be a snap as well, 
as the whole philosophy behind NSMB2 was to give fledgling 
game designers a chance to test their mettle, and test it they 
did with experimental DLC on top of the already competent 
campaign. Wario Bros.: New Super Mario Bros. 3 has a ring to 
it right? Especially if it's on Switch? It could be a whole new 
lead-in for a subseries, just like Super Mario Land 3 opened so 
many doors for Wario back in the ’90s! 


TRULY MAINSTREAM 


MINECRAFT STEVE FOR Super Smash Bros. Ultimate! Yep, 
that’s it. Calling it now. Totally original idea that no one else 
has thought of yet! 

OK, so maybe such a suggestion would have been thought of 
as insane and way out of the realm of possibility back when 
Super Smash Bros. for Nintendo 3DS and Wii U dropped at the 
end of 2014, but a whole lot has happened since then! Because 
for the 2015 holiday season, the hottest new game to get on Wii 
U wasn’t even one of Nintendo’s own: It was the multi- 
million-selling industry megaton, Minecraft! 

The juggernaut status of Minecraft just can’t be overstated, 
as this unstoppable titan of a game has sold somewhere north 
of 150,000,000 copies worldwide at this point, across several 
different systems. But since some of those millions are spread 
across its Wii U, New Nintendo 3DS and Nintendo Switch 
versions, Minecraft has become yet another major avenue for 
new fans to be introduced to Waluigi for the first time! 

Though he wasn’t in it by default, the Super Mario Mash-Up 
Pack that launched in May 2016 added him to the mix, along 
with several other iconic Mushroom Kingdom characters. He 
doesn’t look too much like himself when squared off into the 
angular, cubic Minecraft style, and his personality’s not really 
on display as it is in his other appearances — but the sheer 
volume of players seeing him here just has to lead to many 
wanting to know more about the mysterious grinning purple- 
overalls man, right? Right. 

Minecraft is basically just another Waluigi game at this point, 
wouldn’t you agree? 

... that oddly off-putting humanoid Petey Piranha agrees. 


Sot) 


P.S.! ONE MORE thing we can't forget to mention: 2016 was 
also the year Waluigi got his own amiibo, thanks to the 
outgoing efforts of Giant Bomb’s Dan Ryckert, who held up a 
"Waluigi amiibo Please" sign at Wrestlemania. That was epic. 


MAD MATRYOSHKA 


EVER PLAY WITH Russian nesting dolls? Mario came first. 
Luigi was then created as a green-colored clone, to serve as 
Player 2 in 1983’s Mario Bros. Then Wario was developed as a 
different kind of Mario clone — of the "evil alter-ego" archetype 
— in 1992. Finally, Waluigi was born as a bit of a clone of both 
Luigi and Wario, fusing their traits together before adding his 
own pieces of personality. 

That was where the line ended up until last year, but thanks 
to Mario + Rabbids Kingdom Battle, Waluigi has now himself 
inspired the creation of another character! Anyone who made 
it to that game's final world got to encounter his new Rabbid 
clone, Bwaluigi! He’s a big, bulky bruiser who serves as a mid- 
boss in more than one battle, always paired up with his little 
buddy, Bwario. 

Waluigi himself never appears in Mario + Rabbids, which 
actually speaks to the power of his character — Ubisoft clearly 
felt comfortable referencing him and believing fans would get 
the joke without having Bwaluigi’s inspiration right there to 
make a direct connection. Similarly, Waluigi scored a major 
reference in Super Mario Odyssey through its inclusion of his 
cap and overalls as wearable clothing items for Mario — while, 
again, Waluigi himself doesn’t show up in the game. 

If you wanted actual Waluigi Time last year, though, you 
could see him in Mario Sports Superstars, Mario Party: The Top 
100 or Mario Kart 8 Deluxe! 


L on it. It's barely used! 
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<= FEATURES 


A FUTURE HOPE 


AND SO WE find ourselves back where we began, here in У q 
2018 where the most notable moment of the year for Waluigi So, when did Waluigi 
will undoubtedly go down in history as his third straight reveal turn the corner? When 


as an Assist Trophy in a new Super Smash Bros. sequel — and did he transition from iust ы 
the fallout that followed. j J 

But this may be the moment! This may be the turning point. taking upa vacant spot ona 4 Ай 
Waluigi is a character who's been on the sidelines for so long character select sefeer tobecóme a 5 Y 


now — and has managed to gain such a strong fan following 
even without any true starring roles in 18 years — that it just character who players truly wanted to see, 


seems like, now, he's right there on the verge. On the cusp. On 2 p . ) 
the brink of finally breaking out, and breaking free! and to see succeed? After looking over his 


Nintendo's clearly taken more notice of his fans now, and Мг. entire 18-year career, well . . . there's no answer 
Miyamoto has loved him from the start (see Page 55 ahead), so , Й 
it doesn’t seem out of the realm of possibility that Waluigi that's absolute. (Sorry.) It’s really Jp toyou; ә” 4À 
might actually get his own game at some point. It's not unprec- individual! Have you loved him from his very first 
edented! Luigi has the Luigi's Mansion games. Wario has a ЭГҮ . 7-4 . 
whole franchise of his own. Yoshi too. Princess Peach got her appearance. Did 79 eupan appreciation for his 
own game — just once, but still. And even Captain Toad got his bad boy demeanor in Mario Strikers Charged, or 
own spin-off, which is now on three different systems! toll bi РФ Ф tof 

Nintendo never starts a project with a character in mind — come 4 ove nim as he as ed rival racers out o 
they always let gameplay come first, then decide if any of their the way in one of the Mario Karts? Or, perhaps, 


existing brands make sense to wrap around the design. Now . , . , , 
that Waluigi's profile has been raised so high, maybe one of the you still aren't a fan. Well, if that's the case, you d 


currently in-development ideas will end up with him attached better get on board - because Waluigi Time is 
to it? And, if that happens, he’d get into Smash for sure! M | O 
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DEBATE 


WALUIGI! 


WALUIGI! IS HE genuinely popular and actually 
beloved by a massive amount of Nintendo fans, or are 
people just goofing around and saying that they love 
him, just acting outraged at his lack of playable 
status in the new Super Smash Bros. sequel? We've 
assembled a force of four to discuss. So, gentlemen, 
discuss! 


Probably 50/50. You've got the genuine Wa-lovers 
like me, who have been dying to see Waluigi's stock 
raised for well over a decade now, hoping for some- 
thing like a "Wario & Waluigi" game to really help 
highlight his comedic chops, but | imagine there are 
some who are just in it "for the lawlz." 


I’ve loved Waluigi completely unironically ever since 
his introduction in Mario Tennis on N64. Wario was 
the antithesis to Mario, so it was only fair that Luigi 
got his own Bizarro World doppleganger. It’s only fair! 
How can people think it’s not fair? Buncha punks, 
they all are! 


| thought Waluigi was a stupid addition to Mario 
Tennis. Why use that platform — a spin-off sports title 
likely to be skipped by fans of the classic series — to 
introduce a character? Lesser playable characters 
would be fine, like Mario baddies, but a main-tier 
character meant to be Wario’s brother? Seemed like a 
joke. Maybe even an affront to that character from 
the beginning. Over the years, as he slowly gained a 
semblance of a personality (outside of the fandom, of 
course), | warmed up to him more and more. Now if 
he was excluded from Mario Kart or Mario Party | 
would be up in arms, but he hasn't really had enough 
of a presence in games to necessitate a moveset in 
Smash Bros. beyond an Assist Trophy. They need to 
flesh out the character more, and the best place to do 
so would be in the "Mario & Luigi" series, having him 
either as a villain or a playable character. 
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First of all, he’s not Wario’s brother. Second, if the 
issue is that he hasn’t had enough presence in games 
to appear in Smash as anything beyond an Assist 
Trophy, how do you justify the existence of someone 
like the Duck Hunt Dog as a playable fighter, who has 
only appeared in two games outside of Smash (Duck 
Hunt for NES and arcade) and only as an NPC? 


It’s funny you mention leaving him out of Mario Kart 
— they did just that in 7, and | was not happy. They 
even brought back the Waluigi Pinball course, for 
crying out loud! 

In any case, there are usually two ways this goes 
down: either a character is popular enough in games 
to warrant a Smash Bros. appearance, or a Smash 
Bros. appearance proves popular enough to warrant 
a game. 

Waluigi kind of falls in the middle here. Marth and 
Roy were popular enough to warrant Fire Emblem 
leaving Japan, while people clamoring for Pit decades 
after his old games were released got him a reinven- 
tion in Smash, which in turn got him a new game. 
Waluigi's probably been in more games than any of 
the aforementioned; they can put him in Smash and 
build off of that to give him a game with a meatier 
role. 

And incidentally, if Waluigi’s main purpose is to 
serve as Wario’s doubles partner in tennis and golf, 
then why not his tag-team partner in Smash, too? 


Most people thought he was Wario’s brother when 
introduced, is what | meant, and dropping Waluigi to 
add Lakitu or Wiggler in Mario Kart 7 was fine with 
me. Duck Hunt is a joke fighter à la Pichu, whereas | 
think most people today are calling for Waluigi to be 
a fully fleshed-out character. It'd be funny, especially 
if they trick him out like they’ve done with wild looks 
and moves, like his appearance in Mario Tennis Aces. 
Even so, I’m not clamoring for Waluigi as much as, 


say, Geno. Or Rayman, or Crash Bandicoot, or even 
Spring Man before Waluigi! All of those characters 
have more depth and fighting experience and would 
deserve the spot more. 


Given the reaction to Daisy, | don’t think Waluigi 
needs to be a fully fleshed-out character — at least, 
not to start. | think an Echo Fighter would be just 
fine, if not appropriate at this point. | even know just 
the guy: Link. 

He has bombs, which match up with Waluigi’s 
penchant for using bombs with Wario, like in Double 
Dash!! and Power Tennis. Instead of the Hookshot, 
he’s got the thorny vine-whips from Strikers. And in 
place of a sword, he of course has his trusty tennis 
racquet — or a golf club. Maybe he can even swap 
them out like Peach does with her assortment of 
weapons? 

That’s not a bad foundation there. 


You're so sincere Brett. It’s wonderful. Sadly though, | 
don’t think most people who are demanding that 
Waluigi be playable in Smash are as earnest as you — 
the reason they want Waluigi in the game is precisely 
because he is such an afterthought. I'd go as far as to 
say he is the least original character Nintendo has 
ever created! Luigi started off as a green-clad clone 
of Mario before he gained his own unique look and 
personality. Then Wario came along to take the role 
of Mario’s evil clone, with exaggerated features and 
Mario’s least admirable character trait (his seemingly 
endless greed for coins). Then Waluigi came along 
and combined the traits of both clones to make a 
man with absolutely no unique traits of his own. In 
fact, if you look at Spike from the Wrecking Crew 
games, you'll see that even Waluigi's signature schnoz 
and mustache aren't exactly new material either. 
Even his name feels hastily slapped together. In 
Japan, the "Wa" prefix makes more sense, as "warui" 
is another word for bad, but in English, the joke 


doesn’t play. Yet Nintendo went with it anyway, 
because they clearly didn’t think Waluigi mattered 
much one way or the other. 

So why did so many people jump on the "Waluigi 
for Smash" meme that caught on after Smash 
Ultimate was announced a few months ago? Like Tony 
said, some people are punks. They know that loudly 
broadcasting a terrible idea is bound to get them 
attention, and boy did it work. Of course, some took it 
too far and actually started accosting the developers 
of Smash for neglecting their favorite purple trouble- 
maker. They became as unoriginal and willfully 
obnoxious as the purple clone of a clone that they 
sought to advocate for. 

Sorry for sounding so negative. | just hate to see 
fandoms get ugly. That’s why it warms my heart to 
see so many game devs and fan artists rally around 
Waluigi and work to make him less of a weapon for 
trolls, and more of a symbol of the underdogs of the 
Mario universe. Waluigi may be the least creative 
Nintendo character ever, but that’s not his fault. He 
didn’t choose to be born. All he can do now is try to 
make the most of his D-List video game celebrity 
status and to be the very best Waluigi that he can. | 
think a lot of us can relate to that. We all wish we 
were Mario, but deep down, | think most of us know 
we're more like Waluigi. 


You're right Holmes: We are all Waluigi. And that's 
why it pains me so much to hear and see people so 
down on the delightfully devilishly rapscallion. Don't 
we all feel like imitators sometimes? Like we're going 
through life riding on the accomplishments of others, 
with very little to offer of ourselves? Don't we wish 
we could make a greater impact on the world? Or at 
the very least, be given the opportunity to make an 
impact? 


| think we'd all love to make a greater impact on the 
world, but in Waluigi’s case, | see how the appeal of 
the character might start to wane if he was treated 
with the respect that his fans demand for him. In the 
same way that Boba Fett was cool before we knew 
anything about him, Waluigi is a cranky, lanky 
underdog precisely because he’s almost always 
treated like an afterthought. Would people still relate 
with him, and root for him, in the same way if he 
suddenly went mainstream? If other Internet memes 
are anything to go by the answer is "No." Just ask 
Chocolate Rain. 

| have no doubt that he could become a playable 
character in Smash someday. He may even become a 
DLC character for Smash Ultimate. With the inclusion 
of Ridley, Smash Daddy Sakurai has signaled to his 
community that he’s ready to just give us whatever 
we beg for the hardest. He made it clear years ago 
that he didn’t want the big purple alien dinosaur in 
Smash, but he’s gone back on that decision, presum- 
ably because, at this point, he’s already done every- 
thing he’d ever dreamed of doing with the franchise 
and is ready to let his audience call more of the 
shots. 

So if people keep asking for Waluigi in Smash, | 
believe it will happen. He could represent all the 


Mario sports games with moves based on Strikers, 
Hoops, Golf and Tennis, and he'd probably be pretty 
fun to use. | just have to wonder if that would cause 
him to lose his outsider status for good. 


There's no reason to believe that earning a playable 
spot on the Smash rooster would cause Waluigi to 
lose his street cred. Luigi has been playable in games 
for years and has even headlined a few of his own, 
but he's still seen as the eternal understudy, forever 
in Mario's shadow. 

Mario characters are iconic precisely because they 
aren't entirely fleshed out, allowing you to read 
yourself into any one of them. It's not like we'd be 
getting a full account of Waluigi’s origins alongside 
his addition to Smash. The mystery and weirdness 
would remain. 


It's true, Mario characters seem to adhere pretty 
strictly to the status quo, no matter what they do. 
Peach has proven herself capable many times, yet is 
still relegated to "damsel in distress." 

On the other hand, Wario’s maybe had a little 
more continuity to his stuff? Or at least some of it, 
anyway. 

So where does Waluigi fall? 


I'm worried that if we go too far down the Waluigi 
path that pretty soon we'd have WaPeach, WaDaisy, 
WaToad and WaProfessor E. Gadd, a lot like Nintendo 
did when they jumped down the rabbit hole in Mario 
Kart 8 and brought us a baby version of just about 
everybody. Baby Rosalina? What benefit did we have 
from her entering the Mario universe? Where does 
she even come from? Are timelines not a thing? The 
same hatred applied to Waluigi for me. Just roster 
filler for the sake of roster-filling because Wario 
needed a partner. For me to care, | need some back 
story and | don’t think it should be retrofitted after a 
Smash appearance. Smash has a bloated roster as it 
is, and now with "everyone here" | just think there 
are better options for the few slots we have for new 
fighters. 


In fairness, if | had to choose between Wario-styled 
baddies and babies in Mario Kart, then I'd respond 
with an emphatic "WAH." 

Heck, before there was Waluigi, there was Washi, 
who was renamed "Boshi" in the Western release of 
Super Mario RPG. I’ve been wanting him back for a 
while — turn this match into a trios bout! 


Brett, are you only now afraid of Nintendo treading 


down the path of "Wa-" evil clones? Waluigi was intro- 


duced 18 years ago, and there haven't been any 
further "Wa-" faces since. If Nintendo wanted to jump 
on that train, they would have done so long ago. 
Sometimes there is no slippery slope? 


No, I’m saying if the fans are placated and he makes 


itinto Smash the slippery slope may happen. The 
precedent is there. 


David, Га also love to see the return of Boshi. His 
existence reminds me of how some fans have theo- 
rized that a theoretical "WaPeach" should actually be 
named "Beach" because a "P" looks like a "b" upside 
down. 

| liked that idea so much that I actually just drew 
some Beach fan art. (Let me know if you ever want to 
see it.) 

But like Brett said, too much of a good thing can 
water down a fun concept, making it lose its flavor. 
Preventing bloat in the "Wa" community (or should | 
say Wammunity?) is an important priority in my life. 

Then again, does Waluigi even exist in the Wario- 
verse? He was created by Camelot, and as far | 
remember, he has only appeared in Mario sports and 
party games. As Tony mentioned, he was the last 
"wa" to burst on the scene, and that was 18 years 
ago. That's 18 years of wa-mystery (or should | say 
wystery?) just waiting to be explored. 

Perhaps the way to fix that would be for Waluigi to 
first establish his character and abilities in a solo 
game. Nintendo could call it "Waluigi Party Sports," 
where our favorite purple-clad clod tries to "win at 
partying" by being the best at making new friends, 
eating free chips and punch, then moving on to the 
next party before the last one is dead. It's hard to 
imagine Waluigi would be good at any of those things, 
but I’d love to see him try. 


Waluigi's appeared or been referenced beyond the 
sports/party stuff, though. Waluigi-inspired outfits 
have been available for Mario in not only The 
Thousand Year Door, but more significantly, Super 
Mario Odyssey. 

| think the love is there at Nintendo, they just 
haven't managed to manifest it on the next level yet. 


па 


DISQUALIFICATION REPORT 


Filed by Agent Gamma 
Super Smash Council 
May 18, 2018 

RE: Fighter #70 


on Fighter #70 and the actions which led to his 


The following is a disqualification report 
Bros. title. Times are taken from the rehearsal 


exclusion from the latest Super Smash 
tournament held on the 18th of May. 


8:20am 
Fighter in question showed up to his first match wearing a large, inflatable, padded suit. He was 


also equipped with a jetpack and had attached several bungee cords to himself and the edge of 
the stage. When asked to remove these items, he claimed that they were a part of his costume 
and accused the match facilitator of acting unfairly, his argument being that: “the ‘angel boy’ 


gets to have wings.” 


10:00am 
Fighter #70 showed up to his second match wielding a combination chainsaw/rocket launcher 


and a bag filled with several hundred capsules of sleeping gas. He was told that these items 
were inappropriate, and, similarly to the 8:20am incident, he accused the facilitator of being 
biased and cited all of the other fighters who are allowed to use swords and guns. He was 
specifically hung up on the idea that (to paraphrase) “the robot lady literally has a laser cannon.” 
He was told that these weapons were not a part of his legacy image, and he stormed off the 
stage, muttering something about having a chainsaw bazooka and poison bombs in his next 


game. 


1:15pm 
Fighter #70’s third match was a no-item stock match. When he entered the stage his pants were 


stuffed with several dozen items. There were so many that he had difficulty walking, and many 
of them were spilling onto the floor. When the facilitator reminded him that this was a no-item 
match, he insisted that he was aware of the rules and that: “[He] would never dream of bringing 
items into a no-item match.” At that time many Bob-ombs and other explosive items seemed to 
detonate in his pants simultaneously, leaving his pants in smoking tatters and causing the rest of 
the items to spill out onto the floor. He was escorted off the stage and the items were taken to 


the incinerator. 


was trying to “cheat” him 


fi г 
ighter’s pants and walked off the stag 
e. 


(very loudly) escorted off the premises 


END OF REPORT 
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8-BIT WALUIGI 
... SORT OF 


MARIO TENNIS 
GAME BOY COLOR, 
2001 


Eur. ...... mm 


Since Waluigi made his debut with the chunky polygons of the Nintendo 64, it seemed like we 
might miss out on seeing him in the simple 2D sprite style that introduced the rest of the main 
Mario gang on earlier systems. But not to fear! We got an “8-bit” version of Waluigi in just his 
second-ever appearance: Mario Tennis on Game Boy Color. The GBC was on par with the original 
NES graphics-wise, so had Waluigi been created early enough to appear on that real 8-bit home 
machine, he probably would've looked like this! (Or else his “8-bit” Super Mario Maker sprite from 
2015. Though it has too many colors to have worked on actual 8-bit hardware!) — LUCAS 


WARP ZONE 


What Nintendo Power was writing about way back when. 


IT WAS MARIO to the fourth power when the 
plucky plumbing protagonist returned to the cover 
of NP for Issue #52, marking the release of the four- 
in-one compilation Super Mario All-Stars for the 
Super Nintendo Entertainment System. As the first 
three titles were already familiar to many a Power 
Player, NP made a point of focusing more on the 
previously Japan-exclusive The Lost Levels and its 
differences from the original Super Mario Bros. in 
their eight pages of coverage, culminating with The 
World 9 Challenge, a contest in which players had 
to reach World 9 (crazily difficult to do) and send in 
evidence of their accomplishment in order to wina 
patch celebrating their victory. 

Other 16-bit stalwarts featured in this issue 
included the exclusive Final Fight 2, The 7th Saga, 
Rock 'n Roll Racing, Family Feud and another 
Nintendo Power Examiner sports section with titles 
such as Boxing Legends of the Ring, Super Baseball 
2020, NFL Football from Konami and a handful of 
different racing games. In addition, the issue's 
poster went to the "Competition Edition" of Mortal 
Kombat. 

Looking back, you can really start to see the 
focus of NP shift toward the SNES, as the Game Boy 
only saw coverage of Final Fantasy Legend III, Felix 
the Cat and Pinball Dreams, while the NES held on 
with only Indiana Jones and the Last Crusade and 
Tiny Toon Adventures Cartoon Workshop. Facing the 
table of contents was an ad for the top-loader NES 
and its sub-$50 price point, which made it clear the 
end was nigh for the 8-bit era. 

In the comics pages, Nester ran into a problem 
with zombies eating his neighbors. Elsewhere, 
Andross appeared to meet his end at the hands of 


Jon Knoles used the frames shown here above 
when designing Darth Vader's attack anima- 
tion, seen below. The most difficult part 


the Star Fox team (and his own Monarch Dodora) 
once again, though they weren't too broken up over 
it. (And this time there was no question that the 
story wasn’t over yet.) 

Four pages of coverage were dedicated to the 
making of Super Star Wars: The Empire Strikes 
Back, showing off screens, models and concept art 
from deep within the heart of LucasArts 
Entertainment. One neat touch was a side-by-side 
comparison of stills from the movie depicting Luke 
and Darth Vader’s lightsaber battle to the frames of 
animation based on them for use in the game. 

Over in the land of the Top 20, the then-recently 
released Star Fox took the top of the Super NES 
rankings, followed closely by The Legend of Zelda: A 
Link to the Past and Street Fighter ІІ: The World 
Warrior. Game Boy fans served up a The Legend of 
Zelda: Link’s Awakening sandwich, where Super 
Mario Land 2: 6 Golden Coins and its predecessor 
served as the top and bottom buns. And on the NES, 
The Legend of Zelda reasserted its dominance, 
pushing Super Mario Bros. 3 down to the #2 slot, 
while Tecmo Super Bowl rounded out the Top 3. 

Participants in the Player’s Poll contest had a 
chance at winning a $5,000 college scholarship 
(wait for laughter to die down, continue) and a copy 
of Mario is Missing, while second-prize winners got 
the game and a Super NES backpack filled with an 
assortment of Mario-themed school supplies. 

In addition to the aforementioned titles covered 
this issue, Now Playing reviewed Terminator 2: 
Judgment Day (the game, not the movie), Wing 
Commander: The Secret Missions, Yoshi's Safari, 
Rocky Rodent and The Wizard of Oz for the Super 
NES, as well as Wayne’s World on NES and Jurassic 


was getting the cape to move correctly and 
look natural. In the end, the animation looks 
almost cinematic. 
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Park and 4-in-1 Fun Pack for the Game Boy. 

Pak Watch wound things down with the cool, 
refreshing taste of 7 Up’s Cool Spot, along with other 
Super NES titles including Inspector Gadget, Actraiser 
2, T2: The Arcade Game and a tease for the ultimately 
cancelled Western release of Mario & Wario. The 
Flintstones were also heading back to the NES, while 
Ultima: Runes of Virtue ІІ and Lemmings were Game 
Boy-bound. 

With Issue #53, Nintendo Power tried to "Force" 
the issue of Super Star Wars: The Empire Strikes Back 
with a hefty 10-page cover story (full of neat photos 
from the movie, at that). And as foretold by the prior 
issue’s poster, it was joined on the SNES by Mortal 
Kombat (complete with panels from the original tie-in 
comic book written and illustrated by co-creator John 
Tobias), as well as Cool Spot, Super Bomberman, 
Plok, Pac-Attack and Wing Commander: The Secret 
Missions. For this issue’s poster, readers got to enjoy 
a peek at the key art image for Secret of Mana... 
with a dragon added in for some reason. 

The Game Boy had a beefier offering this time, 
with more Mortal (More-tal?) Kombat, Sports 
Illustrated Championship Football & Baseball, 
Jurassic Park, Lemmings and WWF (now better known 
as WWE) King of the Ring. The NES didn't fare as well, 
only showcasing Battleship and the extremely ultra- 
rare The Flintstones: The Surprise at Dinosaur Peak. 

That said, while it was advertised in the last issue 
(and this one), NP gave us a look at "The New NES," 
billing it as an ideal entry point for newer Power 
Players with a lower price tag and the ability to play 
the 700-strong library of NES games. They also went 
over how the look and internals of the console had 
been changed, as well as listing some of the games 
still upcoming, at that point, for the aging platform. 

In the comics pages, the android pig known as 
Herbert set about his appointed task of reviving 
Andross — twice — while the heroes of the Star Fox 
team at last returned to their home planet of 
Papetoon for a celebration of their victory over the 
sinister scientist. Meanwhile, Nester geared up for 
some Rock ’n Roll Racing with extreme couponing! 

Echoing the NES rankings in #52, the Super NES 
Top 20 was ruled by A Link to the Past, which 
managed to bump Star Fox down to second, while 
Street Fighter ІІ remained at third. Game Boy was the 
land of Lands, as Super Mario Land 2: 6 Golden Coins, 
Super Mario Land and Kirby's Dream Land took the 
top three spots. On the NES, Super Mario Bros. 3 
staged a comeback, knocking The Legend of Zelda 
back down to £2, and Kirby's Adventure made a 
surprise play for third, with Tecmo Super Bowl sent 
all the way down to the #7 spot. 

While Street Fighter ІІ: The World Warrior stayed 
tops among players and Street Fighter II Turbo was 
steadily climbing the charts, a new challenger 
appeared in the Player's Poll contest: This month's 
winner got to bring home Super Street Fighter ІІ: The 
New Challengers, while second place winners got the 
aforementioned Turbo-charged version for the SNES. 

Finally, Pak Watch closed things out with looks at 
Teenage Mutant Ninja Turtles: Tournament Fighters, 
Jurassic Park and Super Tecmo Bowl on the Super 
NES, while Absolute sought to make Star Trek: The 
Next Generation so on the NES. Plus, those who had 
already moved on from the aging 8-bit platform could 
still partake in DuckTales II when it came to the Game 
Boy! - DAVID 


Q NP: Hov did you come up with the new character, 
Waluigi? 


HT: 1 think tennis has a bigger emphasis on com- 
petition. But we couldn't find anyone who played the 
bad guy, “heel” role in the Mario world. We discussed 
creating a new character players would like to beat, 
and our development team came up with Waluigi. 


ST: Since tennis has a long history in video games, 
we felt that people may have a tired and standard 
view of it. But Mario Tennis has new features in play 
control, and its sense of action is also new. We devel- 
oped this game to create a new genre of sports game. 
Then we discussed keeping “something new” as a slo- 
gan for our department. I suggested a new.character, 
and the design team came up with Waluigi. I was соп- 
cerned about how Nintendo would feel about this 
new character, but Mr. Miyamoto loved Waluigi. 


“МР: Mario Tennis also features Daisy, a character who 
hasn’t been so popular. 


ST: We wanted to have a similar partner for Luigi, 


like how Mario and Princess Peach have one another. 
We asked Nintendo, and Nintendo suggested Daisy. 


HT: we asked Nintendo about girlfriends for Wario 
and Waluigi, too, but Mr. Miyamoto said that he did- 
n't even want to see their girlfriends. (Laughs) 


ST: (Laughing) It is easy to imagine what type of 
girls they are. We actually had an idea for players 
choosing partners for a mixed doubles game. 
But...um...we'd rather not see what Wario's girlfriend 
would look like. (Laughs) But it would be fun if we 
could come up with partners for the characters to 
have relationships with. For example, someone for 
Bowser or Boo. 


WARPING FORWARD TO NINTENDO POWER #135 
THE DEVELOPMENT OF WALUIGI 


While we've kept this Warp Zone column strictly chronological ever since it started years ago, we're 
going to deviate from that pattern for one brief, timely instance here. Fast-forwarding from the era of 
25 years ago covered by Issues #52 and #53, here's a glimpse inside the 18-year-old Nintendo Power 
#135 from August 2000. It was the issue that proudly presented the Nintendo 64’s Mario Tennis on its 
cover, along with the first magazine cover appearance of Waluigi! Then, within its seven-page preview 
of the new Mario sports sequel there appeared first an introduction to our favorite man in purple 
and then an interview with Hiroyuki and Syugo Takahashi of Camelot Software Planning about the 
development of the game. We've scanned and reprinted a portion of it above for historical reference! 
As you can see, the original vision for Waluigi’s role was clear: He was meant to be a guy you despised 
— someone you'd feel happy about beating in a tennis match. But just as "heels" in the world of 
professional wrestling often end up becoming fan favorites with more devotees than the good guy 
"faces" the audience is supposed to cheer for, so too has Waluigi flipped the script since his debut! 


INTERVIEW 


56 ISSUE #35: WALUIGI TIME! 


NF: What made you guys want to 
start making video games? 

Games just feel 
exciting to me. I still get a little chill 
when | hear those old SNES intros. 
Saying that, | never really thought 
about working in games. I’ve always 
had a love for making fun interactive 
stuff. Especially if it involves wrangling 
2D artwork. 

The turning point for me was Flash. 
It was such a great mix of artwork and 
interactivity — a tool that artists could 
work directly in and then get me to 
wire up. | would make interactive port- 
folios for my friends, which ultimately 
led to me spending nearly 10 years 
working for Jamie Hewlett as "Senior 
Technical Developer." (Although I 
changed that job title to "Head of 
Tech" after realizing its acronym was 
STD.) That role was amazing and | got 
to make most of the games, websites 
and digital content for Gorillaz with a 
small but excellent team. Soon after 
that, Ricky Haggett was looking for 
someone good with 2D animation to 
help at his studio Honeyslug (now 
Hollow Ponds) on the game Hohokum, 
which is where | met Angus. 

I've always loved 
games. My Dad has been a computer 
scientist since the '70s, and my first 
experience with games was playing 
Centipede on his first laptop. When he 
got our first home computer, he pro- 
grammed games for us in BASIC and 
made tools for us to compose our own 
music and draw our own graphics. My 
uncle Kelvin would come over and give 
us his bootleg ROMs of Zool, Golden 
Axe... and we eventually discovered 
Apogee classics such as Crystal Caves 
and Commander Keen. 

My first access to Nintendo was 
when my brother Tim traded his 
remote-control hovercraft for a Game 
Boy with Super Mario Land and Tetris. 
I’ve always played games, but didn't 
even consider a career in making them 
until | met Richard Hogg, who was a 
visiting lecturer at college in late 2010. 
After | finished my studies he hired me 
to work on my first video game at 
Honeyslug. 


You once worked on a very cool 
WarioWare-style game called 
Frobisher Says. What do you think it 
is that makes the WarioWare series 
so special, and what were some of 
the challenges you faced when trying 
to follow in its footsteps? 

WarioWare is one of my all- 
time favorite franchises. | lent my copy 
of the GameCube version to Kyle at 
McDonald's and I never got it back. 
(Kyle! If you're reading this, we should 


meet up! I have your Resident Evil 
Zero!) 

Every game in WarioWare is a 
glimpse into a stupid parallel universe, 
that often takes a few tries to under- 
stand, so you don't want to put off the 
player by overcomplicating each 
game. Frobisher Says also had a great 
variation in art styles, and I think that 
getting everything to fit into a 
cohesive package was a challenge. I 
think that just trying to make all of it 
as stupid as possible is what makes 
that type of game come together, and 
the fine folks at Honeyslug nailed it! 

| came to Honeyslug after 
Frobisher, but love WarioWare. It's the 
perfect mix of weirdness, simple 
puzzles and arcade reactions. It was 
certainly an inspiration when making 
weird little games on Gorillaz.com. 


It's hard to do justice to Pool Panic in 
words, but I’ve been telling people 
that, "If Mario is real-life pool, and 
Luigi is video game pool, then Pool 
Panic is Waluigi." I’ve gotten a lot of 
blank stares in response. Are you 
able to describe the game in a way 
that makes more sense than that? 

Ahahahaaa I love that 
analogy so much! If | were to relate it 
to games that have been released on 
Nintendo consoles, I'd say if you took 
Super Mario 3D World, Super Monkey 
Ball, Rocket League and WarioWare 
and stuffed them all in a blender, 
you'd get a Pool Panic smoothie. Drink 
up! 

No that pretty much covers it. 
Fundamentally, it's us using a billiards 
mechanic as the base to add a load of 
weirdness around. It's the grounding 


that lets us have these scenes and 
systems without people feeling lost. 
"Hey, I’m somewhere strange looking! 
But I know | need to aim and shoot at 
any balls until the 8-Ball is activated." 


Is Pool Panic in any way autobi- 
ographical, even if it's just metaphor- 
ically? 

| grew up as a small cue ball in 
a strange cartoon land, but that is all 
just coincidental. | do think there's an 
element of the games Angus and I 
played growing up in lots of the levels. 
So | guess that's sort of autobiographi- 
cal. (On a legal note, | should add that 
all characters and events in the game 
are entirely fictional and not based on 
our mate Davey Ballz.) 

I'd say there аге a few levels 
and elements that relate directly to 
my experience with video games and 
my outlook on life. The Cue Ball is the 
only cue ball that exists on the surface 
of Pool World, and its only way of 
interacting is to clumsily propel itself 
into other balls, which is often how I 
feel when | misjudge a social situation 
and unwittingly sabotage a conversa- 
tion! 


Were there ever times that you didn't 
think a joke in the game would work, 
only to find that pushing through it 
led it to be hilarious in ways you 
would have never expected? Were 
there other surprises that came up 
during development? 

Chalky the Educational Chalk 
Cube was a character that we only 
introduced toward the end of develop- 
ment, when we realized that the 
tutorial wasn't really teaching people 


how to play the game. Mike threw him 
together in a really short amount of 
time, and jokingly made him bounce to 
the music. We loved him so much that 
he is the only non-ball character who 
has been allowed to be a part of the 
game. Lucky dude. 

There weren't a huge number of 
surprises during development. We 
planned all of the levels in advance 
and pruned out the ideas that weren't 
working as we went. Quite soon into 
development, we realized that super 
tight and precise pool mechanics were 
not what we wanted to make, and we 
wanted to focus more on surprising 
the player with weird scenarios all 
revolving around the same "aim and 
shoot" mechanics. 

| think that's always the way. 
Sometimes the bits you cobble 
together over a day or two turn into 
some of your favorite elements of a 
project. Chalky makes expert use of a 
terrible knee system I've been "per- 
fecting" over the years — | guess those 
are also the elements | can keep 
secret from Angus and watch his 
reaction when he spots them. 

The skydiving is also something we 
kept changing. | added the singing 
when | heard the track Angus made 
for the game (Angus sang from his 
toilet for good echo). It then got mini- 
game elements and stats systems 
added to it. Then it got stripped right 
back to a few seconds and the singing 
got dropped. A few months before 
release, we had a production call that 
involved us all saying, "Why did we 
remove that stupid funny singing bit 
again?". We edited the track down and 
ramped up the singing animations to 
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really hammer the ridiculousness 
home. A lot of it is just doubling down. 


You’ve been promoting Pool Panic 
nonstop for months at events like 
PAX and San Diego Comic Con, 
showing it alongside Nintendo first- 
party titles like Splatoon 2 and 
Donkey Kong Country: Tropical 
Freeze. How have those experiences 
affected you, and as result, the 
content of the game? 

Nintendo has been really 
great since they decided to include the 
game as one of their Nindies. Showing 
the game at the Nintendo booth at 
PAX East really highlighted to me the 
diversity of gaming experiences that 
Nintendo is trying to represent on 
Switch. It’s such a great time to be 
making games! It also highlighted to 
me how weird our game is — watching 
someone ace levels on Crash 
Bandicoot, then pocket themselves 
continually on the first level of Pool 
Panic! 


Pool Panic has a few minor celebrity 
cameos, like indie wrestler and 
YouTube personality Jim "Sterdust" 
Sterling. What other celebrities 
would you like give the Pool Panic 
treatment to, and what would they 
do in the game? 

| would definitely want 
Macaulay Culkin, Blake Anderson, 
Kristen Schaal and Dr. Steve Brule to 
appear as balls in Pool Panic 2. That 
would be nice. 

We haven't told anyone yet, but 
the Cue Ball is actually modeled on 
Bruce Willis, and he posed for Angus 
for every frame of animation, blowing 
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his little cheeks out as far as he could. 
A real trooper. It’s the small touches 
like that that aren’t true and that 
people won't notice that make the 
game so special. 


A lot of people have compared the 
humor in Pool Panic to shows like 
Adventure Time and Rick and Morty. 
It makes sense, then, that it’s being 
published by Adult Swim. How did 
that partnership happen, and do you 
think the game could have existed 
without them? 

The impossible question. The 
pitch demo we did already had a lot of 
the cartoon charm we got into the 
final game, so it probably seemed like 
a good fit to them. Plus me and Angus 
are really, reeeaaaallly great, a joy to 
behold, so who wouldn’t want to work 
with us? 

| think that one of the real pros of 
working with Adult Swim was that, 
while giving us regular feedback and 
support when needed, they also left us 
to it when needed. Their production 
style really fit our way of working. | 
think we're just on similar wave- 
lengths. Me and Angus are big fans of 
Adult Swim's TV output and | guess 
that must come through in the archaic 
style of things. Letting us try out stuff 
is probably why we started with a 
pitched project that had about 50 
levels and ended up with this monster 
of 100+ levels and extra modes! 


Why did you choose to develop Pool 
Panic for the Switch? In what ways is 
the game a good fit for Nintendo 
fans? 

I’m not sure what it is, but the 


minute we got it first running on a 
Switch dev kit in Handheld Mode, we 
thought to ourselves, "Woaaah this is 
a video game!!! We made a game!". At 
the time, Switch had become my 
console of choice. A lot of that comes 
down to the convenience of the expe- 
rience. The levels are bite-sized and 
the game is perfect for dropping in 
and out. Add to that the party mode 
we had planned, and Nintendo seemed 
to be screaming local multiplayer and 
we love local multiplayer. 


What's the one thing you really want 
people to know about your game that 
they may not be able to gather from 
just this interview and other previ- 
ously released promotional stuff? 

It's really weird. There's a lot 
of stuff in the game that isn't really 
explained, that doesn't really play like 
any other game. We want people 


asking each other online what certain 
things mean, and how to do certain 
levels or complete certain objectives. 
The game also has a particular rhythm 
that needs getting used to, and we 
knew that this would be divisive 
among players. You can't just sit down 
and play a regular game of billiards in 
Pool Panic! 

Just enjoy the scenes and don't 
play it like a pool sim — all stiff, care- 
fully aligning everything. You've got 
ball legs, so run around and keep it 
chaotic! 


If you could take on any Nintendo 
property, what would you do with it 
and why? 

| would make a spiritual suc- 
cessor to Zelda 1: The Adventure of 
Link. | haven’t played a JRPG with 2D 
platforming and random encounters 
that I’ve enjoyed since Gargoyle’s 
Quest on the Game Boy, and it amazes 
me that someone hasn't jumped in 
and made something similar yet! It’s a 
genre that is asking to be explored 
further! 

Building the Labo kits with my 
daughter was so special. | would abso- 
lutely love to be given time to proto- 
type a kit and see what we can come 
up with. Aside from that, I'd say Mario 
Tennis, but I’m not sure anyone will let 
us near another game involving balls 
again. 


Finally, if you could have any super- 
power, what would it be and why? 

| think Kirby has it good. I'd 
like to be able to put people in my 
mouth and steal their abilities. Like 
Rogue, but with more saliva. 

My superpower would be to 
instantly fall asleep and then always 
get a full night’s sleep. | could take 
over the world with the increased 
brain power. 


It’s time to head back to where Waluigi's career began: making trouble on the tennis court 
as Wario's doubles partner! Read our full review of the new Mario Tennis Aces! 
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The King of the Court 


LOOK AT THAT absolute Adonis! 
That paragon of a man. That true, 
indisputable pinnacle of perfection, 
not just in the greater Mario series, 
but in video games as a whole. Waluigi 
is a vision to behold. 

And if that’s the line of thinking 
that crosses through your brain when 
you catch a glimpse of an image like 
the screenshot above, you can feel 
free to forget about the rest of this 
review — Mario Tennis Aces is defi- 
nitely the game for you. This latest 
Mario sports sequel celebrates Waluigi 
above all others, making sure his per- 
sonality is the loudest; his animations, 
given the most care. 

And it makes sense, since it’s 
another homecoming for him. As we 
covered earlier, Waluigi was created 
by Camelot Software Planning when 


they needed some fresh blood to fill 
out the roster in Mario Tennis for the 
Nintendo 64. He was so well received 
then that he’s been given special 
treatment in each sequel since — and 
this one, which launched just ahead of 
his 18th birthday, just lets him go all- 
out like never before. 

He moonwalks around the court 
without a care. He yells insults at his 
opponents when they’re trying to 
serve the ball. And his Special Shot is 
truly remarkable, as he stops time to 
pose, spin, produce a rose out of thin 
air to grip in his teeth and then leap 
into the sky to slam the ball back into 
his foe’s face. Add to that his all-new 
outfit complete with windswept hair, 
and you've got the best representation 


Stop right there! Past here are the Bask Ruins. 
Unless you have important business there, 
you'd better scram. 
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of Waluigi in any game ever! 

So, like | said, if you absolutely 
adore Waluigi as a character, you need 
to own Mario Tennis Aces for him 
alone. If you’re so-so about him, well 
... I'm afraid the rest of what's here 
isn't quite as compelling. 

Nintendo made a strong point in 
the marketing of this new sequel to 
emphasize that "Story Mode is back!", 
knowing that fans loved the in-depth 
RPG tales that Camelot told in the 
Game Boy Color and Game Boy 
Advance Mario Tennis sequels years 
ago. | was hyped by that declaration 
myself, eager to jump back into a 
single-player campaign that told a real 
tale with real character progression, 
all centered on tennis gameplay. 


NINTENDO 
CAMELOT 
SOFTWARE PLANNING E 


Well, what | had pictured in my 
mind was certainly not this. Mario 
Tennis Aces has an "Adventure," but 
it's no RPG. It's not anything like 
Camelot's classic stories from those 
older Game Boy games. It doesn't have 
any new characters, there's no explo- 
ration or interaction with NPCs... 
nothing. The Adventure here is just an 
entirely linear dot-to-dot world map 
walk that has you moving Mario 
around from one minigame challenge 
to the next. 

And the story is sleep-inducingly 
boring — even feeling unoriginal in the 
wake of the release of the Avengers: 
Infinity War film earlier this year. In 
that movie, the villain Thanos is on a 
quest to collect the six Infinity Gems 
so he can fully power up his magical 
Gauntlet. In this game, Mario is on a 
quest to collect five Power Stones so 
that he can stop an evil force from 
fully powering up a magical tennis 
racquet. (Also, Luigi's kidnapped and 
Wario and Waluigi turn into some kind 
of mummy creatures.) 

Mario games have never been 
known for truly gripping tales, of 
course, so the Adventure might still be 
fine if the gameplay were solid — but it 
falters there, too. The difficulty wildly 
swings up and down with serious ebbs 
and spikes, creating a frustratingly 
unbalanced and unfun experience. You 
easily take down a couple of mind- 
numbingly simple A.I. opponents, then 
get slammed by some minigame chal- 
lenge forcing you to pull off 60 perfect 
Trick Shots in under 30 seconds. That's 
an exaggeration, but it's how I feel 
coming off of it. | didn't want to play it. 
I'd put it down and dread coming back 
for more. That's not what you want 
from a video game. 

With the single-player proven, to 
me, to be not worth my time, I turned 
my attention to multiplayer. The Mario 


Tennis brand was built on the strength 
of the great multiplayer mode in the 
N64 original. (Yes, I’m calling it the 
original, because nobody wants to try 
to go back and rope the Virtual Boy 
Mario's Tennis into this saga). 
Unfortunately (again), | was also 
disappointed in Aces’ multiplayer. | 
had been looking forward to playing 
this one together with Carter, my 6- 
year-old who has excelled at Mario + 
Rabbids Kingdom Battle and blown 
away my own Moon total in Super 
Mario Odyssey. He's clearly got some 
game-playing skills, young as he is. 
But he got almost instantly frustrated 
by the tennis gameplay here and 
didn't want to go back to it after just 
one play session. 
The problem is that they’ve over- 
complicated things. No longer just a 
game of serving and returning a tennis 
ball, now you've got tons of other 
gameplay mechanics to keep in mind 
and juggle all at once. There are Zone 
Shots, where you have to dash to a 
star on the ground and press R to leap 
into the air, then switch to a first- 
person view with a targeting reticule 
to aim a super-fast return shot. Then 
there's Zone Speed, a defensive burst 
of extra acceleration meant to help 
you cross the court quickly to return 
Zone Shots. Then there are Trick Shots 
that can give you energy, but some- 
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times drain energy instead; Special 
Shots you can only activate with your 
energy fully charged; breaking foes' 
racquets instead of just outplaying 
them, while also keeping yours from 
being broken... 

It’s too much. It's not for me. 

| recognize that all the new layers 
of complexity can combine together to 
create a great, competitive kind of 
tennis battle for players who really dig 
into learning all the ins and outs, and 
there's a wealth of players online who 
are ready and waiting to test your 
skills. But complicated mechanics and 
a competitive online scene weren't 
what | was wanting from this one. | 
wanted the promised story, and it 
wasn't here. | wanted two-player 
tennis | could share with my son, and 
that wasn’t here either. 

So what am | left with, for myself? 
Waluigi. Glorious, glittering, spinning- 
through-the-sky Waluigi. That, at least, 
leaves me smiling. — LUCAS 


OTHER OPTIONS 


Since Aces didn’t turn out to be the smash hit that we hoped, here’s a 
few alternatives from earlier in the series that are worth a second look. 


MARIO TENNIS 
N64, 2000 


If you're looking for pure, uncomplicated gameplay, there's no better 
place to turn that the N64 original. It's still available as a Virtual 
Console download for $9.99 through the Wii U eShop. 
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MARIO TENNIS 


GBC, 2001 


If a story mode is more important to you, turn to the Game Boy Color's 
Mario Tennis. Its name is the same, but it’s totally different — a full RPG 
experience! It’s available as a 3DS Virtual Console download for $5.99. 
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MARIO TENNIS: POWER TOUR 
GBA, 2005 


Finally, if you really want to hit the pinnacle of classic Camelot 
Software Planning RPG excellence but still want to play some tennis 
along the way, go for Mario Tennis: Power Tour. It’s basically a Golden 
Sun game! It’s in the Wii U eShop for only $6.99. A total steal! 


ASK THE 
FORCE 


BESIDES WALUIGI, 
WHO’S ANOTHER 
GAME CHARACTER 
WHO DESERVES MORE 
RESPECT? 


BRETT 
Bring back Super Mario 
Bros. 2’s Wart. | thought 
for sure he'd have some- 
thing to do with Super 
Mario 3D World after it 
reunited the four heroes 
of Subcon, but alas, it 
wasn't so. 


LINDSEY 
Tingle! He's a ridiculous 
weirdo, but you know 
what? He's doing his own 
thing and loving every 
minute of it. If only we 
could all be so blessed. 


| know there's a whole 
rights mess involved with 
anything relating to Super 
Mario RPG, but if Nintendo 
can get a Sonic composer 
to work on Mega Man 
music for a Nintendo game 
(Smash Bros.), they can 
make Geno happen again 
outside of a doll cameo or 
a Smash outfit. Along with 
Mallow, he truly is the 
Rodney Dangerfield of the 
Nintendo universe. 


JONATHAN 
No, the Rodney 
Dangerfield of the 
Nintendo universe is the 
skateboard shop owner 
from Skate or Die! He gets 
no respect! 


An Ex 


CAPTAIN TOAD: 
TREASURE TRACKER 


AFTER SOME FUN and charming 
appearances in Super Mario Odyssey, 
Captain Toad returns to the Switch ina 
port of his only solo adventure to date. 
Originally released on Wii U in 2014, 
Captain Toad: Treasure Tracker is a 
slow-paced and outrageously charming 
isometric puzzle game that takes the 
hapless adventurer and his pal Toadette 
on a comical series of trials dealing 
with a giant crow and a dragon. It's cute 
and it’s fun, but it’s also a game made 
for Wii U getting weirdly forced into a 
small Switch box. 

But backing up, regardless of the 
system it's on, Treasure Tracker has a 
lot to love. The fresh design throws the 
Captain or Toadette into a puzzle box 
environment with lots of Mario refer- 
ences. The goal is to get to the Star at 
the end of the level while collecting 
Coins and Gems along the way. Similar 
to recent Mario games, three Gems are 
hidden in each level as an added chal- 
lenge. 

Additionally, every level has a secret 
objective revealed after clearing it the 
first time and, on top of that, there’s a 
hide-and-seek mode where you look for 
a hidden Pixel Toad in each level. For 
completionists, it’s a little frustrating 
that the secret objective is only 
revealed after beating the level once, 
because it often requires a forced 
second playthrough to do something 
like collect a lot of Coins or complete 
the stage in a specific way. Overall, 
that’s not a dealbreaker and it weirdly 
fits into the laid-back pace; it just runs 
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counter to how a lot of people want to 
tackle games. 

Being a Wii U game originally, 
Captain Toad has some aspects that 
were made for that system’s functional- 
ity — mostly touchscreen use. On the 
Switch, this is subpar. In Handheld 
Mode, it's not comfortable to access the 
touchscreen while controlling Toad at 
the same time — and on the TV, the 
touch controls are mapped to motion. 
This grossly hinders enjoyment at times 
and drives home the point that, on 
Switch, Captain Toad: Treasure Tracker 
is not in ¡ts best form. 

The Switch version only adds four 
new levels based off of Super Mario 
Odyssey, which are probably the best 


levels in the whole game. They're acces- 


sible either by completion of the whole 
game or by amiibo. If you have an 
amiibo, cool. If you don't, it’s a little bit 
of a slog to get to the game's new 
content. The Odyssey-inspired stages 
cut out and replace the original’s Super 
Mario 3D World stages, though the 
Odyssey ones are so superior that the 
swap’s not really that disappointing. 


panded Expedition 


The brilliance of the Odyssey stages 
stand out from the rest of Treasure 
Tracker. Not that the original game is 
bad; even with the Switch issues, it’s 
still very good. While on the shorter 
side, it continually adds new ideas and 
twists to a charming concept. So much 
of Captain Toad and Toadette’s journey 
made me grin — more so with the 
snazzier graphics on Switch. But the 
Odyssey stages feel like a sequel, which 
is what | wish had happened instead of 
a Wii U port of a game that is still best 
on its original system. 

Captain Toad: Treasure Tracker is a 
good game, and definitely worth 
playing if you missed it in 2014, but this 
Switch port is disappointing and not its 
best version. — NEAL 


Microgames Galore! 


WALUIGI MAY HAVE the 

spotlight this issue, but Wario has a new 

game to review! Yes, Mario’s garlic-loving doppel- 
ganger is back again with another collection of 
microgames, and this one’s a doozy. WarioWare Gold 
is a sort of "best of" collection, but with a heaping 
helping of new games, extra modes and other attrac- 
tions added into the mix. 

The WarioWare series has been around since 
2003, and the formula hasn’t changed much since 
then: Each iteration houses a collection of themed 
minigames lasting mere seconds apiece that get pro- 
gressively faster as you play. Past versions took 
advantage of new pieces of Nintendo hardware and 
their signature gimmicks. (WarioWare Touched! for 
the Nintendo DS systems, for example, exclusively 
used the stylus for its means of interaction.) 
WarioWare Gold uses three (well, actually four if you 
include blowing into the microphone) different 
control styles: "Mash" (button control), "Twist" (gyro 
control) and "Touch" (stylus/touchscreen control) to 
play each of the games with all of them grouped by 
control scheme and theme. 

The games themselves all look and sound fantas- 
tic — they’ve all been updated both graphically and 
musically and animate even better than before. This 
game boogies along like a Rhythm Heaven sequel, 
and it’s a lot of fun to experience. With this being a 
"best of" compilation you’re bound to miss a few of 
your favorites from the past, but with over 300 
microgames included here, you'll probably find a 
new favorite or two. The insane (some would say 
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juvenile) silliness is still here, and with the whole 
cast being fully voiced this time around, you get an 
extra helping of the goofiness. | think this may be 
the most we've ever heard legendary Mario voice 
actor Charles Martinet's voice in one sitting! 

The story mode for WarioWare Gold is short. 
Really short. Like, "finished in one sitting" short. 
However, like Pokemon, all the best stuff happens 
after you clear the main game. Everything you do 
during the main story earns you coins, and those 
coins unlock a metric ton of minigames, items and 
goodies after the end of the story. 

This leads me to one of my few complaints: there 
are too many pointless items to unlock. The coins 
that you earn are used for a capsule machine that 
randomly doles out all the unlockable items. While 
none of the prizes are duplicated, having to wade 
through 30 phone numbers, numerous alarm clocks 
and 42 character cards just hoping for a fun mini- 
game like the cutesy "Meowtroid" to appear is a bit 
nerve-racking. Luckily there are fun ways of earning 
all that cash. 

On top of imaginative Challenge Modes both new 
and returning, there are also "missions" to complete 
for additional coins. While most of these missions 
basically amount to reaching certain scores or 
unlocking all of something (like all of Mona’s games), 
there are some that ask you to complete a task that 
is outside the minigames’ normal parameters: for 
example, pulling three teeth in total instead of just 
the one infected tooth in "Tooth Trouble." It’s trickier 
than you'd think and adds to the fun. 


One particular set of unlockables | enjoyed was 
the Nintendo-themed group. This group works as a 
mini-history of Nintendo products, starting with the 
Hanafuda card sets from 1889 and covering every- 
thing up until present day with the Nintendo Switch. 
There are lots of interesting bits of information here, 
including entries on several of the Japan-only items 
we featured two issues ago in our "Nintendo Before 
Mario" feature, like the Ultra Hand, the Love Tester 
and the Ten Billion Barrel! 

Speaking of Challenge Modes, the three usual 
suspects are there: "everything included" All Mixed 
Up, "one miss and you're done" Thrill Ride and the 
"super hard," well, Super Hard. But it’s the all-new 
Challenge Modes that really make for some fun 
microgaming: You can manually control your game's 
speed by tilting your 3DS in "Cruise Controls," try to 
play WarioWare Gold past bedtime as 9-Volt while 
avoiding getting busted by his mother 5-Volt in 
"Sneaky Gamer," or play online against other 
WarioWare Gold players in "Battle Time," just for 
starters. My favorite of the new modes is "Split 
Screen," which features cutie-pie ninjas Kat and Ana 
throwing one game after another at you on each 
screen with no break in between them. The intensity 
definitely ramps up the farther you get in this mode! 

If you enjoyed past WarioWare games, you won't 
want to miss this. Just cross your fingers and hope 
for minigames from the capsule machine! — THOR 
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Blast Back to the Year 21XX... 


THE ORIGINAL MEGA MAN had a 
cute face, a big head and a total lack 
of anger in his heart. That was a 
perfect fit for the sweet and innocent 
"805, but by the time that Grunge and 
Gangsta Rap rolled around, the Mega 
Man brand needed a facelift to be able 
to keep up. 

That's where Mega Man X came in. 
If the 0.6. Mega Man was Astro Boy, 
this new "bot on the block was 
DragonBall Z. Taking place 100 years 
after the events of the original series, 
and sharing the same basic "fight 
eight robots in any order" structure, 
this new franchise starred a robot with 
perpetually perturbed eyebrows and 
husky shoulders named "X." That's 
right, just "X." He's about as edgy as 
family-friendly robots get. 

unlike his rusty old forefathers, X 
can kick off walls, dash, collect all 
sorts of new upgrades, ride in a super 
strong mech, charge up his special 
weapons and, in his first game, even 
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throw out a Street Fighter-style 
Hadoken. Though the classic Mega 
Man games have since come back into 
style, when X was first released in 
1994, we all assumed this was the end 
of classic Mega Man. Everything Rock 
could do, X could do better. 

That felt particularly true in his 
first outing. Mega Man ХІ is classic 2D 
game design, flawlessly guiding 
players toward learning new mechan- 
ics without ever forcing tutorials down 
their throats. It's also filled with tons 
of affectionate little touches that still 
feel special over 20 years after it was 
first released. While the original Mega 
Man was one of the first console game 
characters to have an idle animation 
(a one-frame blink), X not only blinks, 
but when he's taken too much 
damage, he starts to breathe heavy. 
More so, if he breathes heavy in a cold 
level, you can see his breath! These 
details may seem inconsequential, but 
they speak to a larger level of polish 
that's present throughout the entire 
game. While it's smaller in scope than 
the titles that followed it, everything 


is finely tuned and perfectly paced. 

Mega Man X2 worked to expand on 
the original with bigger stages, more 
detailed animations and even more 
secrets and collectables, including a 
weapon that lets you pull off a flaming 
Dragon Punch. It also utilized a special 
"Cx4 chip," a close relative to the 
Super FX chip that powered Star Fox, 
allowing for some wireframe enemies 
that were wild in their day, but just 
seem wacky by 2018's standards. 
Thankfully, they are a very minor part 
of a largely timeless adventure. 

X3 changes things up in some big 
ways, making X's lightsaber-wielding 
best friend Zero playable from the 
start — but if you die as him once, he's 
out for the duration. At the time, some 
found that frustrating, but in the end it 
just gives you more ways to play. 
There are three different endings 
here, four different kinds of mechs to 
pilot and even more secret weapons 
and boss fights than before. Out of all 
the original SNES Mega Man games, 
X3 has the most organically selectable 
difficulty and related replay value, 


which is why it's tied with X2 for my 
overall favorite in the series. 

X4 first appeared on the PS1 and 
Saturn, allowing Capcom to show off a 
huge color palette, even more detailed 
animations and voice-acted cutscenes 
(ranging from OK to laughably bad) 
that weren't possible on the SNES. 
Honestly, | think most of those 
creative decisions backfired in the 
long run. X4 was impressive at the 
time, but today, it has the tendency to 
look more plasticky and flavorless 
than X1, X2 and X3. It's still a ton of 
fun though, especially when playing as 
Zero. This time he gets equal billing 
from the start, complete with his own 
widely diverse arsenal of moves and 
tragic, one-of-a-kind story. 

These four games are more than 
worth $20 alone. The bonuses 
included here (described on the next 
page) are really just the icing on the 
cake. If you like Mega Man, these are 
must-haves. - JONATHAN 


... then Come Back Home, Maybe? 


SO IF THE first four Mega Man X 
games are must-haves, why has the 
series been effectively dead for more 
than a decade? You have Mega Man 
X5, X6, X7 and X8 to thank for that. 
They collectively did what X’s arch- 
nemesis Sigma never could: They 
stopped X in his tracks — maybe for 
good. 

In fact, that was the plan from the 
start. Mega Man X5 was supposed to 
be the last game in the series, show- 
casing X and Zero's final showdown. It 
also has more direct connections to 
Dr. Wily and the original Mega Man 
mythos than any other X title. Too bad, 
then, that the game feels unpolished. 
New animations are largely choppy, 
characters look cheaper and there are 
few new mechanics outside of a 
couple of additional optional armors 
and a duck button. The boss designs 
are all pretty nice, as are a few of the 
level designs, but overall, X5 feels like 
a downgrade from what came before 
it. 
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X6 is even worse in terms of art 
and animation, and the story feels 
totally tacked on. That's probably 
because it is! This game was never 
meant to exist, but X5 sold well 
enough to justify a sequel, so Capcom 
forced this one out. Taking place three 
weeks after X5, the game undoes most 
of the braver bits of its predecessor's 
plot line, particularly its attempts to 
provide a definitive conclusion to the 
story. It does a few new interesting 
things, like giving Zero's sword to X at 
the start, and adding "Nightmare" 
virus infection missions, but it's still by 
far the low point of the 2D X games. 

X7 attempted to move the series 
forward with a hybrid of 2D and 3D 
gameplay, but man oh man is this 
game bad. Its problems are almost too 
many to list. For starters, you can't 
even start the game with X. He's a 
walled-off unlockable. We can guess 
this was to make room for Axl, a new 
protagonist with an auto-aiming gun 
that effectively destroys all the joy 
that comes from lining up shots by 
yourself. He can also transform into 


some enemies, which could have been 
great if any of them had fun attacks or 
looked cool, but most don't. That's 
partly because everything here moves 
slow, feels labored, lacks visual detail, 
moves stiffly and has poor collision 
detection. And did | mention that the 
3D parts are a clunky mess? Even 
worse, players can now be knocked 
down, forcing you to wait and do 
nothing as your player character 
slooooowly gets back up. Everything in 
X7 just hurts. 

X8 feels like an apology in compari- 
son. The graphics are still 3D, but it 
mostly sticks to 2D gameplay, and has 
a lot of well-designed levels and boss 
fights. The action is way faster, using a 
combo counter to encourage you to 
take out as many enemies in a row as 
possible, and the whole thing is much 
richer in content. Specifically, X8 
features three newly playable female 
characters who effectively steal the 
show. They are just one way that X8 
feels much more cared about than X5, 
X6 or X7. There's even a super-secret 
boss fight against the original 8-bit Cut 


Man, complete with a classic chiptune 
soundtrack. It's still not the very best 
in the series, but Mega Man fans will 
find a lot to love here. 

he bonuses in X Collection 2 are 
also nice, though pretty much all of 
them are duplicates of the extras on X 
Collection 1. There's an animated short 
called Day of Sigma and a plethora of 
museum images, all joined by a new X 
Challenge mode that pits you against 
two bosses at a time. Two thirds of X 
Collection 2's Challenges are the same 
as those in X Collection 1 though, so 
the added value is minimal. If they'd 
included more in this bundle, then 
we'd be talking. As it stands, only X8 
makes X Legacy Collection 2 worthy of 
serious consideration. — JONATHAN 
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Reclaim the United States 


THE FIRST-PERSON SHOOTER 
hasn’t been a strong part of a 
Nintendo console since the Nintendo 
64 ushered in local multiplayer with 
GoldenEye 64, but it’s a genre that has 
been a premier one across the rest of 
the industry. Bethesda, thanks to their 
purchase of the legendary DOOM 
creators id Software, has become one 
of the major players in the space, but 
until last year, they were a mystery to 
the world of Nintendo. With help from 
Nintendo and impressive port devel- 
oper Panic Button, Bethesda brought 
DOOM to Switch last year and now, 
Wolfenstein 11: The New Colossus is the 
second first-person shooter making 
the leap from PlayStation 4 and Xbox 
One to Switch. 

First off, the port of Wolfenstein II 
0 Switch is impressive. It's not 
flawless, but the game runs well and 
ooks surprisingly great in Handheld 
Mode. The visuals suffer a little bit on 
he TV, especially if you compare them 
to the power exhibited on other plat- 
orms. The Switch version is not the 
best-running version, but the ability to 
play it portably — and also with well- 
implemented motion controls with the 
oy-Cons — is almost worth the trade- 
offs. 
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Story is at the forefront of the 
experience here — even more so 
because this is a direct sequel to what 
came before. A deliriously quick recap 
mostly catches you up to speed, but 
the necessary basics are that B.J. 
Blazkowicz is fighting Nazis in an 
alternate reality where Nazis won 
World War II. You take control of B.J. — 
initially paralyzed from the events of 
the previous game — so you have to 
roll around in a wheelchair. Eventually, 
you find power armor that gives him 
the ability to move traditionally. The 
story is constantly present, and while 
it has some fantastic moments and fun 
characters, it’s a little too constantly 
present. It also goes a little bit too 
deep into trying to make B.J. a multi- 
layered character. | don’t think the 


characterization is necessarily bad; it’s 
just weirdly out of place with the bru- 
tality of the shooting gameplay. 

When not knee-deep in a cutscene, 
you patrol levels, taking down enemies 
with guns in a variety of ways. At its 
core, Wolfenstein II is just a standard 
first-person shooter — you pick up 
guns and ammo so you can shoot 
enemies. But the variety in the tactics 
you can use to execute those objec- 
tives is impressive, and the game can 
be tailored to whatever style you most 
like playing. Want to go in guns 
blazing? You totally can, and your 
weapons and abilities can be powered 
up to help with that. (Though you 
might die a lot, especially since this 
game is challenging even at its normal 
difficulty.) Want to be stealthy and 


thoughtful with your battles? That's 
possible too, and you can even add 
silencers to your guns and build up 
more low-key abilities to take down 
enemies without being noticed. 

The solutions to combat scenarios 
rarely feel like you're being rammed 
down a straight line with only one 
option for success, and that made the 
moment-to-moment gameplay more 
engrossing than your average FPS. The 
level design, on the other hand, isn't 
as grand as the combat variety. 
Fortunately the more important 
aspect of the game is the better part. 

Wolfenstein II is paving the way for 
more shooters to follow, including 
DOOM Eternal and, hopefully, its own 
sequel Wolfenstein: Youngblood (no 
Switch version has been announced 
for it yet, though). Even if this ends up 
the only sequel in its series on Switch, 
we wound up with a really good one. 
While the story might be overburden- 
ing, the gunplay more than makes up 
for it. Stepping into the shoes of B.J. 
Blazkowicz is one wild ride! — NEAL 


Return to the Bandicoot's Roots 


THIS MARKS THE first time I’ve ever 
really sat down and played any of 
Crash Bandicoot’s adventures. While | 
did have a PlayStation next to my N64, 
the extent of my experience amounted 
to however much content was ona 
demo disc. (And before anyone starts 
doing their best TR-8R impression, let 
me just say that even if the likes of 
Mega Man, Castlevania, Contra, Metal 
Gear and Street Fighter weren't going 
to come to N64, I still saw them as a 
part of the "Nintendo family," and had 
to go where they were.) 

The N. Sane Trilogy collects the 
original three Naughty Dog-developed 
Crash Bandicoot titles, remade from 
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the ground up by Vicarious Visions 
and ported to the Nintendo Switch by 
Toys for Bob. The visuals and sound 
have been updated to a gorgeous 
modern standard, betraying their 
roots as a group of games that start at 
20 years old and go further back from 
there. 

However, that betrayal is pretty 
quickly exposed soon after you start 
playing. While Crash was considered a 
rival for Mario back in the day, a lot of 
what's going on under the hood feels 
pretty antiquated in the here and now. 
These games can get downright brutal 
— like, Super Meat Boy levels of diffi- 
culty — with little to mitigate it. 

To clarify: | believe there are good 
challenges, the kind that make you 
feel like you can get through if you just 


keep working at it, and then there are 
bad challenges, like those that leave 
you feeling like you've been cheated in 
some way. These games are filled with 
both, and some in between. 

In some of the better cases, it’s the 
sort of thing that would probably be 
mitigated by just doing away with the 
ives system altogether. In some of the 
worse cases, hit detection feels off, 
and rarely if ever in the player’s favor. 
Case in point: You'll think you've 
anded safely on the edge of a 
platform after one of the extremely 
precise jumps, just to fall right 
through. Conversely, you might think 
you've safely skirted around the 
border of a lava pool, only to watch 
Crash's ghost rise up to play his harp 
with the angels in the sky. There is no 


margin of error among traps, enemies 
and more, and it's up to the player to 
determine where the hitboxes lie — 
often at the cost of one of their lives. 

Incidentally, | also found that on 
occasion, Crash would suddenly 
wander off in a direction on his own in 
the first game without any input on 
the analog stick or D-Pad buttons — 
right off a cliff and back to the last 
checkpoint. 

With that said, the first game is 
probably the toughest of the three, 
and the second, Cortex Strikes Back, is 
only marginally better. It's the third 
game of the series, Warped, that really 
justifies (if not saves) this entire 
package. It still shares some of the 
flaws of the first two titles, but not 
quite as overwhelmingly so, feeling 
like it's learned some lessons from its 
predecessors. 

There's a lot | like about Crash, and 
I hope to join up with him and his 
sister, Coco, for a new adventure 
someday. I just hope that any future 
Bandicoot series sequels will somehow 
manage to do a better job of blending 
what people loved about these first 
games with more modern design sen- 
sibilities. Fans who grew up with the 
originals or hardcore challenge 
seekers may very well love this collec- 
tion, but for younger or less experi- 
enced players, or those who just want 
a more relaxed experience, it's harder 
to recommend. 

Now, can anyone tell me if Spyro 
was this brutal? I'd like to temper my 
expectations for the Reignited Trilogy 
accordingly. — DAVID 
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Eight Roads Diverged in a Wood 


THE FIRST THING most people will 
notice about Square Enix’s new JRPG is 
that it’s a veritable buffet of eye and 
ear candy — the stylized scenes and 
wonderfully composed music are 
simply awe-inspiring. The visuals are 
constantly moving, with glittering 
sands and snow, dank and musty par- 
ticulates in caves and blustery flora in 
forests and towns. It also employs a 
focal shift at times, having fore- 
grounds or backgrounds blurred for 
dramatic effect. Matched with musical 
themes that truly serve the various 
locations to make them characters 
themselves, the whole package is a 
sight and sound to behold. 

But once you're done gawking, it's 
easy to see that Octopath Traveler, in 
its gameplay, is a unique and reward- 
ing take on the classic JRPG genre. 

| should preface this review with 
something that appears to be a very 
misunderstood part of the game, and 
that is that it contains eight separate 
stories that have very little to do with 
each other. In fact, the concept of the 
traditional RPG party is turned on its 
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head: The most important decision in 
the game comes right at the start, 
where the character whose tale you 
choose to begin first becomes your 
main character, locked into your party 
for around 60 hours! I chose Therion 
because I love snarky, overly cocky 
thief characters, but the opening 
chapter is played alone. Each charac- 
ter has a reason you might want to 
choose them first — Therion's ability to 
open purple chests and steal meant 
less backtracking and more loot, for 
example. As you move from town to 
town and collect new playable charac- 
ters, they'll join your troupe, but have 
no bearing on the story. The interac- 
tion between party members is limited 
to "travel banter," which is activated 
by hitting the Plus Button when 
prompted. In other words, it's easy to 
miss and entirely optional, which may 
disappoint some RPG fans hoping for 
an intricately woven yarn connecting 
the eight stalwart companions. 

The game's challenge ramps up 
quickly, to the point where after 
receiving your fourth character you'd 
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wonder how that character would 
have possibly completed their initial 
chapter alone — but | soon discovered 
that the game scales its difficulty 
based on how many characters you 
have. Save points are almost laugh- 
ably prevalent, and through this the 
game has no consequence for failure, 
allowing a high level of difficulty. 

Once you complete all eight charac- 
ters’ first chapters, towns appear on 
the map to serve as the settings for 
their second chapters. The map also 
shows what level your characters 
should be to take on that chapter, and 
the designers weren’t kidding around 
— entering an area you aren’t ready 
for means swift and certain doom. By 
pairing lower-level characters with 
higher ones, very little grinding is nec- 
essary. If | had to raise levels quickly, 
starting at a town and just walking to 
where | needed to go usually did the 
trick. Fast travel — a function on the 
map where players select a town and 
warp there — is missed easily but can 
also be abused easily, leading to unre- 
warding grinding. 
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Another great example is the side- 
quest list, which is hidden inside the 
"Journals" section of the pause menu. 
The journal gives a checklist and short 
descriptions of all of the quests in the 
game and where you are, which is 
lovely for drop-in/drop-out gameplay. 

The chapters play out in a hope- 
lessly formulaic and repetitive fashion. 
Enter town; meet and use the people; 
buy stuff; find the quest; enter a 
dungeon of sorts; beat the boss; 
resolve conflict; exit town. While the 
dungeons themselves vary wildly from 
forests and caves to sewers and even 
mansions, it always has the same end. 

The landscapes are beautiful, but 
also fun to traverse. Hidden chests are 
everywhere, often in very cunningly 
obscured niches only exposed by 
walking past them and then back- 
tracking to find the concealed path to 
retrieve them. Most of these chests 
contain little reward, but the bonuses 
really add up and help you attain the 
levels needed by productively wander- 
ing about. By the fourth story you'll 
likely notice the game's cyclical 
nature, but as there are 32 total 
chapters in the game that essentially 


I'm gonna save folks the world over. Just like 


М the man who saved me. 


Primrose 


= FASI OPHILIA 


The cleric, the healer and the guide. Able to lead people to destinations as 
well as into battle, Ophilia is an important part of the party’s moral compass. 
She’s able to heal the whole party at once through spells, and her mastery of 


play out the same way, it presents a 
problem. Luckily the stories are just 
engaging enough to hold your interest, 
but generally the plots are predictable 
to some extent. 

It helps that the voice acting is very 
well done. Not only does each of your 
characters have a unique voice and 
mannerisms, many of the NPCs are 
surprisingly fleshed out as well, espe- 
cially those close to the main eight. It 
seems that each character also comes 
from a region with its own dialect. 
H’annit speaks a form of olde English, 
while Alfyn and Tressa have a more 
carefree modern English. Olberic, 
Ophilia and Cyrus are very proper, 
where Primrose and Therion speak in 
а jaded tone. The subject matter is 
also more adult than you may expect 
— murder, betrayal, revenge, sacrifice, 
torture, drinking, salty language and 
more all earn the game its "T for Teen" 
rating. (Primrose's storyline stands out 
in my mind, as I didn't want to play 
that one around the kids.) 

The true star of the whole show is 
the battle system. | normally find 
random battles in RPGs to be a slog, 
but battles in this game are quite sat- 
isfying. The bestiary is impressive, 


Every new enemy is a puzzle waiting 
to be cracked, as each enemy has its 
own vulnerabilities that appear in 
boxes below it, but they're obscured 
before you strike the foe with one of 
its weaknesses. Swords are always 
first, followed by polearms, daggers, 
axes, bows and staves. The remaining 
boxes are filled with elemental weak- 
nesses: fire, ice, lightning, wind, light 
and dark. Finding that an enemy has 
an axe weakness while also seeing a 
box in front of it narrows down the 
puzzle. The next conundrum is utiliz- 
ing those weaknesses to defeat your 
oes. When you attack a weakness, the 
enemy's shield will decrease. You can 
deal damage at any time, but the goal 
is to "break" foes, rendering them 
unconscious for a round and giving 
you an opening to really take them to 
task. 

The game has the traditional Hit 
Points and Skill Points for magic and 
techniques, but Boost Points enhance 
most actions. You start off each battle 
with a single Boost Point, earn one 
more each round, and if you save 
three of these up you can achieve a 
"Max" action — the strongest version 
of that act. Managing BP is crucial: 


light magic also helps with darker foes. 


CYRUS 


The most oblivious scholar imaginable, Cyrus has studied beasts and men 
alike to discover their weaknesses and be able to obliterate them with his 
elemental magic, but the fairer sex remains his greatest mystery. He takes a 
Sherlock-esque approach to battle and NPCs, gleaning info vital to success. 


TRESSA 


The somewhat naive merchant who never backs down from a challenge — but 
themf h break that can get her into some pretty wild scrapes. Always after that next selling 

SIT IDE AMEN YOU теа your oppo- opportunity, Tressa can buy items inaccessible to the rest of the team, hire 
nents, but bosses often require you to 
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with lots of variety in each region. normal battles will have you saving 


OLBERIC 


This stoic warrior has lost his reason to battle, even though he loves the fight. 
His sword is unbending, but he also carries a piercing polearm. His skills can 
wipe the battlefield clean in only a few moves and he can challenge towns- 
people to fight on the spot! You definitely want Olberic on your side. 


PRIMROSE 


The hardy dancer bent on revenge, Primrose uses her dagger and dances to 
inflict pain, buffs and dark magic attacks. Able to allure people to her side 
and then have them fight for her in battle, she can turn the tide of any 
challenge. Just don’t get in her way! 


ALFYN 


This eternally optimistic apothecary lives before the days of the Hippocratic 
Oath, but follows it staunchly anyway. While he focuses on handling the 
party’s status effects and healing, his axe is also formidable. His "Inquire" 
ability can uncover all sorts of secrets and does not have a fail rate. 


THERION 


The snarky, smirking thief of the group has arrogance for days, but is also a 
great, well-rounded fighter who has the added bonus of being the only one 
who can open purple treasure chests. He has control over the sword and 
dagger, and his stealing capabilities can nab items as well as HP and SP. 


H'AANIT 


Finally, the loyal huntress. A master of bow and axe, H'aanit and her constant 
companion Linde — a feline monster — form a force of provocation and intim- 
idation. H'annit can also trap beasts of the wild and summon them to her 
party's aid. She is in tune with nature, and can always find the way forward. 


often appear with underlings or call 
them mid-battle. Sometimes those 
minions must be dealt with before 
your party is allowed to break a boss, 
as the boss can lock off their weak- 
nesses. You can still deal damage, but 
it won't be as strong as it could be, 
and with the danger level high in most 
boss battles, it is paramount to solve 
the battle puzzle as quickly and effi- 
ciently as possible. Cyrus acts as a sort 
of cheat in this sense, as his Analyze 
skill will reveal one box, or several if 
you boost the ability. In fact, each 
character has unique skills in battle, 
like Alfyn’s Concoct, H’annit’s Capture 
or Ophilia’s and Primrose’s Summon, 
which brings in an NPC for random 
attacks. Tressa can even hire one! 

Another intricate puzzle is the Jobs 
function. Every character has an 
obvious and somewhat stereotypical 
job that they perform and "Path 
Actions" that only they can use on 
NPCs. Through Path Actions you'll 
glean info, steal or buy items, battle 
people or guide or allure people to 
help you. All of this is normally essen- 
tial to each of their storylines. The fun 
part comes through finding and 
unlocking second jobs, allowing you to 
mix and match abilities (but not Path 
Actions). So Cyrus, a stuffy Scholar at 
first, can also become something out 
of character for him, like a Dancer! 


---- 


After you complete all four 
chapters with all eight characters, 
there are still some loose ends to tie 
up, and even special jobs to find and 
acquire. By the third chapters, money 
becomes largely irrelevant due to 
stealing or merchant-buying, and 
seemingly unnecessary level road- 
blocks prevent some Path Actions 
from being used on some NPCs, but 
these are excusable. One overarching 
story arc that does have the eight 
coming together for the greater good 
is left, but there is no "big bad" 
haunting them through the main 
stories. The last task feels like more of 
an oversight: something to do with 
your powerful characters. Wickedness 
abounds in the four chapters, and the 
baddies always possess a kind of 
Disney villain-esque quality with a 
more adult edge, but | wanted a seri- 
ously sinister villain pulling all the 
strings between the eight stories that 
goaded you into facing them in the 
final act. While that aspect had the 
game fall a little flat, you definitely get 
your money’s worth all the same. | 
completed all the stories and had 
clocked around 100 hours with the 
final story in sight, and any game that 
has as many pleasurable moments as 
Octopath Traveler should be recom- 
mended and lauded as one of the best 
on the Switch so far! — BRETT 
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An Encore with Even More 


HAVING HAD PLENTY of time to 
ruminate on last year’s Sonic Mania, | 
hereby declare it the best game in the 
franchise. Sonic Mania Plus exists 
merely to add an extra dash of 
panache to an already exemplary 
experience. Though the repackaged 
parcel’s headliner is Encore Mode, the 
returning Mania Mode also sports 
fresh tweaks that address a few minor 
hiccups from before. (Original Sonic 
Mania owners can also enjoy those 
tweaks via a free update!) 

Level transition cutscenes have 
been added where previously there 
were none — for example, our heroes 
now fly hang gliders from Flying 
Battery Zone to Press Garden Zone. 
Extras unlocked in Blue Spheres, such 
as the ability to swap Mania’s Drop 
Dash for either Sonic 3’s Insta-Shield 
or Sonic CD's Super Peel Out, can now 
be activated in any save file without 
penalty. And wait until you scope 
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Metal Sonic's new Knuckles’ Chaotix- 
inspired final form! 

But the focus is on Encore Mode, 
which re-welcomes the stars of the 
obscure SegaSonic the Hedgehog 
arcade game. There's Mighty the 
Armadillo, who ground-pounds 
through breakable surfaces and can 
safely bounce off spikes once. Then, 
for more experienced players, there's 
Ray the Flying Squirrel, whose aerial 
acrobatics will test your Super Mario 
World Cape Feather skills. (Both are 
playable in Mania Mode, too!) 

Starting out as Sonic, you team up 
with either newcomer following an 
abridged jaunt through Angel Island 
Zone, then grow the team by freeing 
your three remaining mates from Item 
Boxes. However, you can only ever 
alternate between two heroes at will — 
to play as the rest, you must find addi- 
tional Item Boxes that swap one or 
both lead characters to another from 
your queue at random. It's a bit deflat- 
ing to not have total control of your 
anthro avatars, instead placing your 
party formation in the hands of RNG. 


4) 


E 
RINGS d: 


peii inne : 
zp зв| ағ 12 


Rather than a traditional lives 
system, you have as many opportuni- 
ties as characters remaining, then it’s 
off to the Continue screen (should you 
have Continues remaining) and the 
start of the Act with just the last char- 
acter you commanded. This becomes 
an issue the further along you go in 
the adventure, when character Item 
Boxes are tucked further out of sight. 
It’s an even bigger issue during certain 
boss sequences, like the aforemen- 
tioned Metal Sonic battle, when con- 
tinuing restarts the fight with zero 
opportunity to increase your party 
count. 

Layouts of the "remixed" Zones are 

generally the same as before, with 
typically only hidden alcoves and 
Special Stage Ring locations seeing 
alterations. There is a new pinball 
Bonus Stage that replaces Blue 
Spheres, but you're 
restricted to the same 
unchanging table. 
At least there's a 
new set of more 
challenging UFO 
Special Stages! 


Sadly, though you are blessed with 
Super forms for all five heroes upon 
collecting the Chaos Emeralds, there's 
no end-game bonus for your efforts 
(aside from a goofy post-credits group 
photo). The Super Sonic true final boss 
from Mania Mode? Gone, with nothing 
to replace it. 

Is it fair to be so harsh on Encore 
Mode, which in its standalone DLC 
form costs a mere $5? Considering 
how much this "new yet familiar" 
campaign was hyped up, yeah, it’s fair 
to be a bit disappointed. But that’s 
coming from someone who put so 
many joyous hours into the original. 
For players stepping up to the starting 
line for the first time with Sonic Mania 
Plus, the amount of content is bound 
to be pleasantly overwhelming. But at 
the end of the day, Sonic Mania is still 
a masterpiece! - TONY 
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When You Wander Over Yonder 


YONDER IS A game that goes at a 
medium pace. Kicking off with your 
custom-created hero being washed 
ashore after a storm takes down their 
boat, you have to traverse the island 
of Gemea to rid it of troublesome 
Murk — all the while working with the 
people scattered across the island to 
help it prosper. 

The hook to all of this is that, well, 
there’s no combat. To start, your hero 
just has the ability to pick things up 
and a compass that guides them to 
objectives. From there, more tools are 
unlocked so you can chop down trees, 
cut down grass, break apart rocks and 
more to gain supplies for crafting and 
building. While the wide-open world 
seems to draw a lot of inspiration from 
The Legend of Zelda: Breath of the 
Wild (it even has an opening moment 
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that recalls the first wide shot of 
Hyrule in the recent Zelda), the 
moment-to-moment gameplay has far 
more in common with the likes of 
Animal Crossing and Harvest Moon. 
You're not an aggressor in this world; 
as a matter of fact, the most antago- 
nistic things you ever do are chopping 
down trees and catching fish. You exist 
in this world to make it better. It’s 
weird to experience a non-combat 
game — especially in this kind of open- 
world experience that is so commonly 
filled with enemies and death. 

The lack of combat is a tiny bit 
jarring to start, but as the game 
unfolds, you find you have a surprising 
amount of variety at your fingertips. 
Numerous quests open up and you can 
explore in virtually any direction at 
the beginning. There is a critical path 


here, but the best way to experience 
Yonder is to just roam around the 
world, finding new areas, new quests 
and new tasks. 

The visuals don’t unfold flawlessly, 
but overall, Yonder runs rather well on 
the Switch. Minor hiccups were the 
worst | ever ran into while playing 
through it. Naturally, it looks nicer on 
the TV as opposed to the Switch 
screen, but that's not something that 
lessened my experience. 

What helps wash any graphical 
miscues away is the rather stellar 
sound design. The music is peaceful 
and memorable, soaring about while 
you travel the world. Little ambient 
noises help pepper the areas with per- 
sonality — and, often, the sound gives 
hints to secrets and collectables. 
Yonder is best with headphones on. 
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The amount of different things to 
do in Yonder is what drives it all 
forward, and while it does a lot right, 
some of it is muddled. Navigating 
missions and using the map is nicely 
mapped to the D-Pad in a way that 
makes sorting through a variety of 
quests really easy. It’s nice to be able 
to set a course to an area of interest 
and then idly explore your way to it, 
collecting items, finding potential 
secrets and more. Switching between 
all of your tools can get a little 
annoying, though thankfully it’s just 
cycling through them using shoulder 
buttons. The interaction with the 
world gets a little too mechanical at 
times, but as you complete more guild 
quests, which unlock a variety of 
crafting options, things smooth out. 

The amount of collectables does 
veer into feature-creep points, though, 
with a whole slew of trees, cats and 
more. Having so many things to find is 
cool, but the focus on getting it all is 
not. One of the smart things Breath of 
the Wild did with the Korok Seeds is 
not tell you how many were left to find 
until the post-game. That’s not the 
case here, as every single time you 
collect something, an indicator of how 
many are remaining in the area pops 
up. Sometimes those numbers are 
daunting. 

Yonder: The Cloud Catcher 
Chronicles makes a very nice first 
impression, especially as the world 
unfolds and there’s more to see and 
do. At a certain point, the game 
becomes busywork, leading to fetch 
quests and collectable overload. The 
highest moments for me in Yonder 
came when I just wandered around, 
checking out whatever new regions 
and tasks came my way. It falters 
when it focuses more on completion 
and less on just seeing the country- 
side. It's fun for stretches, but maybe 
not for completionists. — NEAL 


Adventure Island 


YS Vill: LACRIMOSA OF DANA 


NF READERS, | apologize. 

It’s not too often that | feel that | 
really need to say I’m sorry in regard 
to the content of our issues, but | have 
to admit that we missed the mark in 
the months leading up to the release 
of Ys VIII: Lacrimosa of DANA. We 
should have been hyping this one so 
much more! We should have given it 
much grander preview coverage than 
the simple half-page it was offered 
three issues ago, because, now that 
I've played it, | know that this game is 
well and truly incredible. 

| fell into a trap, you see. The early 
narrative surrounding this all-new Ys 
series sequel focused on the poor job 
the localization team at NIS America 
did for its PlayStation 4 and Vita 
versions that launched in September 
2017. And, yes, that criticism was valid 
— but the negativity striking the bad 
translation work was such a lightning 
rod that it pulled nearly all my atten- 
tion away from the rest of what this 
game had to offer. 

Nearly all. | was still interested 
enough that І knew | wanted to give it 


a shot for myself and form my own 
opinion, regardless of any errors in 
the text. And I’m so, so glad | did! 

First and foremost, the localization 
is totally fine now. NIS America did the 
right thing and redid the entire script, 
top to bottom, and even brought the 
voice actors back into the studio to re- 
record all of the dialogue. The game 
still needed a couple of patches after 
its launch on Switch this past June, 
and I've still stumbled across a small 
handful of minor errors here and 
there (like tiny misspellings or errant 
extra letters), but this translation is 
now 99.996 perfect, and anyone who 
was apprehensive about diving in 
because of all that early negativity 
about it should feel at ease now. 

OK. With all of that out of the way, 
let's move on! 

Ys VIII: Lacrimosa of DANA casts 
you as a castaway. Your red-haired 
hero, Adol, washes ashore on a 
deserted island after a sea monster 
wrecks the ship he was sailing on, and 
it's up to you to explore this mysteri- 
ous new place, find and rescue other 


survivors of the same shipwreck and 
work together with them to figure out 
a way to escape the island and return 
to your home across the sea. As you 
can't very well cobble together a 
whole new ship overnight, though, you 
must first focus on establishing a tem- 
porary base of operations — a village 
where all the castaways can gather 
together and defend themselves 
against the island's aggressive, terrify- 
ingly monstrous native wildlife. 
Gameplaywise, this scenario trans- 
lates into a satisfying loop. You first 
set out to explore the island, taking 
direct control of Adol and/or the com- 
panions who accompany him, fighting 
beasts with flashy, energetic sword 
strikes and special skills and hunting 
down as many shipwreck survivors as 
you can. Then, when you find one, you 
get a bit of a break in the regular fast- 
paced action as you get to return back 
to Castaway Village and work on 
building up its defenses and amenities 
— always taking advantage of the skills 
of the person you just rescued. You'll 
rescue a tailor who'll work to craft 
new armor and accessories for you. A 
blacksmith who'll upgrade your 
weapons. A doctor who'll keep you 
supplied with health-restoring potions 
and antidotes for when you venture 
back into the wild, and many more. 
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It's a blast. Really, Ys VIII just clicks 
with me personally. Exploration? 
Check. Direct control of battles? Check 
— and I'm especially thankful for that 
after the hands-off auto-attacking of 
Xenoblade Chronicles 2 was a turn-off 
for me. A fun cast of characters? Yep, 
they're enjoyable both in dialogue 
scenes and in gameplay. 

And absolutely wonderful music! 
The tracks that back Adol's treks are 
up-tempo, intense and atmospheric all 
in perfect balance, and | know l'Il be 
relistening to this soundtrack to relive 
the adventure long after I’ve cleared 
the game. 

Speaking of that, though, as of this 
writing I’ve only hit what I'm guessing 
is the halfway point of the story. This 
game is long! I’ve been playing a bit 
each day for weeks and it's still got so 
much more for me to explore. So I’m 
going to do my best to right my earlier 
wrongs and not rush through the rest 
to wrap this review — rather, I'm going 
to take my time to soak in the rest of 
this world at a proper pace and then 
bring you all a final verdict in our next 
issue. Please look forward to that, but 
also feel free to jump in now if the 
island is calling you too! — LUCAS 


PUBLISHER: NIS AMERICA 
DEVELOPER: NIHON FALCOM 


RATING: T 


In order to survive here, I would 
like to rescue even more people. 


SEPTEMBER/OCTOBER 2018 


73 


Kitchen Pitch-In 


OVERCOOKED! WAS A brilliant 
little party game that was missing 
something that seemed obvious: 
online play. Its sequel corrects that 
and expands on the ideas set forth in 
the original. 

The idea behind the game hasn’t 
changed: You're a chef, you get an 
order (like making pizza, sushi or 
burgers) and then you prepare it for 
guests in a restaurant. At least, that's 
where it begins. Your kitchen could be 
inside a haunted mansion, floating 
atop a hot air balloon or barrelling 
down a river on a raft, but you always 
have to keep your cool and make your 
customers happy. 

You start by finding King Onion's 
castle overrun by the "Unbread" — a 
bunch of doughy zombies that are 
kept at bay only by preparing new 
foods. King Onion (and Kevin the dog) 
send you into the world to gather new 
recipes, having your food truck travel 
via overworld map. 

Unfortunately, my major beef with 
the first game has not changed in the 
second: the game's mechanics. 
Directionality — in that there's almost 
too much freedom of movement — can 
really be a problem. You must face the 
task that you're given directly; you 
cannot approach it from the sides, or 
at an angle, lest you mess up. In the 
hurried situations you’re often found 
in, this mechanic proves infuriating. 
Grabbing the wrong thing, not finish- 
ing a task or simply navigating the 
kitchen can be a chore. 

This is exacerbated by the new 
throw function, which allows charac- 
ters to toss raw items to each other. 
Later this mechanic becomes vital, 
but, again, directionality issues can 
lead to wayward tosses and lost ingre- 
dients. Icons floating above plates can 
also lead to confusion as to where 
something actually is, especially when 
items are stacked along a vertical 
counter. And don’t forget to wash 
dishes and put cooking utensils back 
to be used again, as the game skips 
some tutorials, perhaps thinking 
everyone played the original. Luckily, 
replaying for stars and simple pro- 
gression gives you lots of practice 
before really getting tough, but 
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retrying a level means jumping 
through some load screens that can 
get annoying. A "replay level" option 
on the results screen would have been 
appreciated. 

| played the game alone, online, 
with just my wife, and then with my 
wife and two boys. Playing alone is dif- 
ficult because you control two charac- 
ters that you can swap between using 
the L Button. | wasn't very successful 
with this, even though you can set the 
unplayed character a task before you 
swap, but | rarely did well enough to 
earn more than one star. It's simply 
meant to be played with others, so 
next | tried it with four players. This is 
where the game really shines, but it 
can also be quite frustrating. We had a 
habit of diving into a new level, utterly 
failing, and then assigning roles for 
the next try. As long as people kept 
their roles, things went fairly well, but 
the game throws a lot of curveballs at 
you that often require switching roles 
on the fly. It really does test your com- 
munication skills, which had me 
worrying about the online mode. 

When playing online, all you can do 
is select one of eight emotes, and 
oftentimes things are moving so fast 
that stopping to emote can itself be a 
deterrent to success. That said, online 
is brilliant! Somehow, it just works 
without communication. In most of the 
experiences | had, everyone scram- 
bled around the kitchen and ended up 
doing a little of everything, but we 
only failed a handful of times out of 
he multitude | played. Everything 
seems quite positive thanks to the 
emotes being mostly uplifting, but you 
can throw out a string of symbol- 
based expletives to let others know 
you aren't happy with them. 
Versus mode is definitely worth a 
stop for crazy cutthroat culinary com- 
petition, both online and on-couch! 
Story mode appears to be the only 
way to unlock new chefs, and it 
doesn't appear that any new levels 
are added to online mode through 
progression either. All worlds are 
available in online, but only a few 
evels, so the game doesn't have much 
in the way of unlockable rewards. 

Overcooked! 2 is a dish worth 

asting, as seconds of a great dish can 
often be more rewarding — especially 
with the added ingredient of online. 
ust don't expect those seconds to be 
a different meal altogether! - BRETT 
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SECOND OPINION 
MARIO PARTY: THE TOP 100 


WITH THE NEW Super Mario Party just over the horizon, it occurred to me that | 
still hadn’t personally taken a look at the last installment in the series, Mario Party: 
The Top 100, which hit the 3DS last November. | figured it was a good time to check 
it out now, to remind myself of where the series has been before stepping into the 
Switch sequel that's serving as something of a soft reboot of the brand. If you're in 
my same position, though, you needn't bother with going back to The Top 100. It's a 
celebration of Mario Party’s past, sure, but it doesn’t stand on its own very well. 

The hook of The Top 100 is that it gathers together the 100 best minigames from 
each of the past 10 numbered Mario Party games, starting with 1999’s original N64 
Party and ending with 20155 Mario Party 10. The selection’s unbalanced, though, 
giving some of the sequels much more recognition than others. Mario 
Party 8, for instance, contributed only three of its original mini- 
games to this collection. Three! (Maybe that's out of spite, since 
8 was the last Party developed by Hudson before Nd Cube 
took over, and Nd Cube compiled The Top 100.) 

In another bit of unevenness, only 55 of the 100 games 
are unlocked from the start, forcing you to play through some 
bland single-player Minigame Island or simplistic multiplayer 
Minigame Match rounds to access the rest. Playing Mario 
Party minigames alone against computer А.І. is no fun — but 
at least Download Play facilitates bringing in friends. 

Really, the best part of The Top 100 is its inclusion of Waluigi, 
as | could finally use him in Party 1 and Party 2 minigames like the 
classic Bumper Balls! That, at least, is entertaining. — LUCAS 
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Hey Guys, NINTENDREW H 


Diving into Nintendo history, one video at a time. 


IT’S ALWAYS A joy to come across other Nintendo 
fans with truly good taste in their favorite charac- 
ters, as well as impressive collections of games and 
merchandise! One guy who's got true Nintendo 
fandom locked down and is sharing his gift with the 
world via YouTube on a regular basis is the up-and- 
coming video creator Nintendrew! We got in touch 
with him to get the inside scoop on his work. 


NF: First up, for our readers who don’t know you 
yet, can you introduce yourself? 

Sure! My name's Andrew, and I 
run a channel called Nintendrew that covers а 
variety of topics on the subject of retrogaming and 
game collecting. My videos usually fall into one of a 
few categories: console/game retrospectives, D.I.Y./ 
how-to projects and product reviews. | especially 
love to cover obscure parts of Nintendo’s history, 
like "M-Rated DS Games" or "Mario Games on 
Non-Nintendo Platforms". 


What motivated you to start your channel? 
Well, I've been around on YouTube for a while. I’ve 
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had a channel for over a decade at this point, but I 
didn't have a clear focus on my content until the 
end of 2016. At that point, | was watching some 
really great channels within the game collecting 
space — channels like MetalJesusRocks, John Riggs, 
Kelsey Lewin and their whole crew. Eventually, after 
| saw a great response from sharing around photos 
of my own game room, | realized | had the perfect 
opportunity to build a channel as an extension of 
my growing hobby. 

A little later, around February of 2017, | was laid 
off from my day job as a game programmer. That 
was a big catalyst for me. At that point, | knew | 
would have some extra free time, so | sat down and 
came up with a game plan. | rebranded my channel 
as "Nintendrew" and started uploading weekly 
gaming videos. After months of job hunting with no 
luck, | realized that game hunting seemed to have 
more immediate promise! So, I lived off of some 
savings for a while and really focused on building 
an online community. Thankfully, the channel has 
continued to exceed expectations, and | haven't 
looked back since! 


ERE! 


Whereas some YouTubers have been working for 
years on end without gaining much traction/ 
many subscribers, your channel has taken off ina 
relatively short amount of time. You started less 
than two years ago, and as of this interview 
you’ve surpassed 150,000 subscribers! How have 
you had so much success so quickly? 

I've definitely been super fortunate. My viewers 
mean the world to me, and it's honestly mind- 
blowing that YouTube has changed from a hobby to 
a career for me in what seems like the blink of an 
eye! I will say that I’ve been an active user on the 
platform since shortly after its launch in 2005. In 
that sense, | feel like | had a "good eye" for what 
sort of content works on the platform once I sat 
down and put my mind to it. 

Right near the end of my education, I took a uni- 
versity course on digital video production that 
helped me learn the basics of film and editing. On 
top of that, a lot of concepts within game develop- 
ment — things like graphic design, user experience 
and marketing — have direct applications in making 
successful videos as well. Overall | would say it was 
just kind of a perfect storm of experience, passion 
and circumstance that led to that initial boom. 


One thing that instantly grabs viewers’ attention 
in your videos is your set — your game room fea- 
turing a huge array of Nintendo games and 
products. When did you start collecting? And was 
it for the purpose of building a great video 
backdrop, or did it just happen to work out that 
you already had all that stuff when you decided 
to start making videos? 

OK, so here’s a funny story. When | was growing up, 
my parents were pretty strict about video games. | 
had a PC and could play certain games — mostly 
educational titles — but | wasn’t allowed to have a 
"real" game console until | turned 13. On my 13th 
birthday, | got a Nintendo DS Lite with New Super 
Mario Bros. The game had just recently come out, 
and | was absolutely hooked. From that point, | got 
a Wii the next year, then shortly after | went back 
and bought an N64 from my local flea market to 
relive my memories of playing Mario and Donkey 
Kong with friends while growing up. An NES and 
Super Nintendo followed soon after, and at some 
point | decided | needed to buy a GameCube to 
finish the set, despite the fact that my Wii was per- 
fectly capable of playing GC titles. That’s when | 
would say | really started the hobby of game col- 
lecting. 

As far as my set is concerned, I’ve always 
treated my game room as a game room first anda 
studio second. I'm in my third studio space overall 
at this point, and each time I’ve set it up I’ve 
thought about how to best design the space as a 
cool place to kick back and play some classic games 
with friends. I'm really pleased that the decor has 
seemed to resonate with so many viewers! 


One of your collections is what I’m assuming is a 
complete collection of Nintendo Power maga- 
zines. NP has just hit its 3Oth anniversary, and 
obviously we're big fans here. What are your 
thoughts on the original, official Nintendo 
magazine, and why did you choose to display it so 
prominently in your game room? 

Not quite complete — I wish! I'm getting there. It's 
about two thirds done, and I'm always hunting for 
missing issues. Much like my experience with 
games, my relationship with Nintendo Power didn't 
really start until the mid 2000s. My first issue was 
#214 with MySims for Wii on the cover. It might 
seem like an otherwise unremarkable issue, but I 
remember it vividly because I was so excited to 
finally have a reason to research the games that 
were about to come out. It was like being a part of 
an exclusive club that | wanted so badly to bea 
part of ever since I was old enough to pick up a 
controller! 

Fast-forward a few years and I started to pick up 
some older NP issues from friends as they began to 
downsize their own collections. Looking through 
those older volumes was like opening a time 
capsule — to an era before games like Ocarina of 
Time and Super Mario 64 had shaped the land- 
scape for countless titles to follow. I’ve never been 
very interested in history, but something about 
being transported back in time to read editorials 


NINTENDREW'S CUSTOM AMIIBO 


When you visit Nintendrew on YouTube, be sure to check out my personal favorite video: 
"3D-Printed Custom Amiibo - DIY!" (It takes a serious fan to make an amiibo of Uncle amiibo.) 


and letters from the fans of yesterday really struck 
a chord with me. Today, they take a prominent 
space in my game room because all that amazing 
cover art would be squandered any other way! 


Several of your videos highlight old, obscure 
Nintendo products or rare items that are worth a 
lot of cash to collectors. Is that your sweet spot 
for subject matter when making new videos? How 
do you decide which topics get the Nintendrew 
video treatment? 

Really it's always been a direct extension of my 
experience as a collector. Whenever | see some- 
thing in my day-to-day that surprises me, whether 
it be during a trip to the local game store or an 
interesting bit of history uncovered through 
research, | know it'll be a great topic for a new 
video. Although I do have a recurring series where I 
visit the "Top 5 Rarest Games" for a specific 
platform, I tend to think that most of my best stuff 
focuses on surprising/little-known sub-collections. 
Things like "DSi-Exclusive Games" or "3D Titles for 
Super Nintendo". 


Beyond collecting and making videos, you've also 
gotten involved in speedrunning, traveling to 
attend special events and cons, and you've even 
spent time making your own custom amiibo! How 
do you balance your time among all these differ- 
ent pursuits? 

Short answer is, | don't. My long-term viewers can 
tell you, I'm really not the best at keeping to my 
weekly upload schedule . . . but I’m trying my best! 
It really is tough to stay organized and on-track 
month after month. One of my most important 
goals of 2018 is that I'd like to eventually reach a 
point where I can comfortably hire some outside 
help to offload a bit of my editing work. If | can 
reach that goal, I'd love to eventually start upload- 
ing two or three times a week! 


The reason we wanted to interview you for this 
particular issue was because of your April Fools' 
Day video posted earlier this year, in which you 
joked you were done with Nintendo because 
Waluigi has still not been given his own game. Are 
you actually a Waluigi fan, or was that part of the 
joke too? What are your thoughts on that most 


slender, sinister, purple-clad paragon of a man? 

| definitely am a fan! My favorite Nintendo charac- 
ters have always been the lovable weirdos — char- 
acters like Waluigi, or Tingle from the Legend of 
Zelda games. Funky Kong is another great example 
who's gotten some love recently. 

With Waluigi in particular, it definitely feels like 
he gets the short end of the stick more often than 
not. Much like Luigi and his extended time in 
Mario's shadow, Waluigi has mostly been relegated 
to cameo appearances and sports outings. It's time 
that the lanky loser is treated as a true equal with 
his overall-clad brothers! 


We know Waluigi isn't making the cut, but if you 
could pick any other character to join the roster 
as a fighter in the upcoming Super Smash Bros. 
Ultimate, who would you pick and why? 
Personally, my favorite reveals have always been 
the third-party characters that come out of left 
field — the fighters that really make the game feel 
like an alternate-universe clash of video game 
titans, like Ryu from Street Fighter and Sonic the 
Hedgehog. In my dream lineup, Га love to see 
Banjo and Kazooie make an appearance. 

Alternatively, in light of Shovel Knight's recent 
announcement as an Assist Trophy, it would be 
great to see some indie devs get the full Smash 
treatment with newcomers like Cuphead or Yooka 
and Laylee. 


Finally, what does the future hold for the 
Nintendrew YouTube channel? Any plans for 
upcoming content you'd like to tease? 

Honestly, I'm just as excited to see where it goes as 
any of the viewers are. As for now, I'm happy to 
keep putting out new content for as long as people 
are interested in hearing what I have to say, and 
that's enough for me. 

As for specifics, I'd really like to start covering 
more on systems like the Game Boy Advance and 
Wii, because I don't have a whole lot of material for 
those fans — so stay tuned! I'll definitely also be 
uploading some info on a few lesser-known pieces 
of hardware from Nintendo's past, so keep an eye 
out for that in the coming months. And as always, 
to all those who enjoy what I do, thanks for 


watching! ЭЭ 
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MIND OVER MUSCLE 


Having fun with telekinesis in Psycho Waluigi! 


A COMMON REFRAIN from those 
skeptical of Waluigi carrying his own 
game is, "What would they (Nintendo) 
even do with him?" The answer to 
that question: anything they want. 

Look through the history of char- 
acters from the Mario franchise who 
have, after some time, eventually 
been granted their own games: Yoshi, 
Wario, Princess Peach and even Luigi. 
Each was placed in unique scenarios 
and granted new abilities, some of 
which have become iconic to them in 
the time since. Yoshi didn't start off 
throwing eggs, nor did Wario have his 
shoulder ram. In Peach's case, she 
was granted the ability to wield a 
variety of superpowered emotions, 
and Luigi had to rely on Professor E. 
Gadd’s gadgetry instead of his own 
potent leaps. 

Such is the way in which the fan 
game "Psycho Waluigi" by Thunder 
Dragon follows suit. Contrary to the 
first impressions the title might give, 
Waluigi has not snapped after being 
denied a starring role for so long and 
taken his frustrations out on the 
denizens of the Mushroom Kingdom. 
In actuality, the "Psycho" part is in 
reference to the psychic powers 
Waluigi gains after being aided by a 
force known as Psycho Iris following a 
crash landing in the land of Unconcia. 

Psycho Iris appeals to Waluigi’s 
lust for glory with a bold proposition: 
Take over the land for himself! To do 
that, however, he'll have to stave off 
the forces of the Hazelnaut Army and 
overthrow the king who sits atop 
their throne at the end of each stage. 

This is easier said than done, 
however. Waluigi ventures through 
each stage using Psycho Iris to teleki- 
netically grab all sorts of things, from 
the lids of treasure chests and blocks 
to coins and even enemies, each of 
which can then be launched as a pro- 
jectile. In some enemies’ cases, 
though, Waluigi can use their powers 
for his own gain, emitting various 
attacks associated with the enemy 
until their gauge runs out (at which 
point they become just another 
victim). Some stages also feature 
puzzles, such as certain blocks that 
Waluigi must use his telekinesis to 


grasp and move to create platforms 
to jump from, press switches he can’t 
reach, block harmful traps or just 
drop on some bothersome enemies. 

At the end of each normal stage, 
Waluigi will confront a king, much like 
the ones seen in Super Mario Bros. 3. 
That includes their possession of a 
magic wand, with which they'll fire a 
number of blasts in the hopes of 
keeping Waluigi at bay. Dodge the 
blasts until you get within range, and 
you can either use a mentally- 
grasped object to depose them, or 
just grab them directly and send 
them flying. In either case, Waluigi 
finds himself with a crown atop his 
head and a new group of subjects 
under his rule. 

That said, there are different qual- 
ities of crown you can get, and gold is 
the top standard. Get them all, and 
you may find something special! 

Psycho Waluigi shows just what 
can be done with a character if just a 
bit of ingenuity is applied. The 
graphics are good, with a mix of 
original and modified pixel art that 
lends a style which reminds me most 
of Super Princess Peach. To that 
same end, some of the sound effects 
are recycled from other Mario titles 
(such as a chime from Luigi's Mansion 
used for menus). 

As fan games go, this one feels 
very complete and polished. My only 
complaint is that while I could opt for 
a controller instead of a keyboard, 
D-Pad usage was a no-go. Even so, it 
plays quite well with an analog stick, 
and is unquestionably worth a look 
whether you're a Waluigi fan or not! 
— DAVID 


COMMUNITY 


WALUIGI SETS SAIL 


... Oh, excuse me. Make that “Wally Gladstone.” 


PM SURE YOU'RE all familiar with 
the expression, "When life gives you 
lemons, make lemonade," which is 
about making the most of a bad situa- 
ion. Sometimes, however, a positive 
can-do attitude simply isn’t enough to 
urn your misfortunes around. In such 
cases, you gotta be extra crafty. Be like 
Waluigi, whose life philosophy reads: 
"When life gives you lemons, paint 
hem green and sell limes." 

Asking Nintendo to give the das- 
ardly rapscallion a game of his own is 
akin to asking the clouds to rain jelly 
beans instead of water. But we can still 
dream! And dream Caldwell Tanner did 
back in June 2017, when the Disney 
Channel storyboard artist tweeted a 
mock-up poster for "Sea of Greed," a 
pirate-themed adventure starring none 
other than our homeboy in the purple 
overalls. Little did Caldwell know that 
the Internet was listening, specifically 
reddit user thegangnamwalrus, who 
ook it upon himself to spearhead a 
team of volunteers who could give Sea 
of Greed corporeal form. 

There was just one teensy little 
hread that threatened to unravel the 
whole weave: Nintendo’s squad of legal 
ninjas. The Big N’s propensity to 
squash fan games that dare feature 
he company’s characters is well 
known by this point — the Metroid II 
remake AM2R's infamous takedown is 
still fresh on our minds! Waluigi may 


reside on the outer edges of Nintendo’s 
scrutiny, but nothing perks up the hairs 
on their necks like potential copyright 
infringement. 

The solution? Replace Waluigi with 
one "Wally Gladstone," whose physical 
resemblance to our mustachioed mal- 
content is so flagrant that the mock- 
buster studio The Asylum might as well 
be a font of avant-garde cinematic 
masterpieces in comparison. Just as 
long as the Nintendo overlords are 
appeased, we can deal with a simple 
name change. Everyone knows who the 
real star of the show is! 

In the months since, the project has 
expanded at a feverish pace. More 
than 65 artists, programmers, musi- 
cians and writers have united to craft 
an oceanic top-down adventure that 
spans seven main islands and many 
smaller land masses, clearly influenced 
by The Legend of Zelda: The Wind 
Waker (as if this game won't quit until 
it cribs from every major Nintendo 
property). From original character 
designs to music demos and even a 
super early proof-of-concept video, a 
hefty amount of content has already 
been produced, cementing the fact 
that this is really a real thing. 

What began as wishful thinking on 
Twitter quickly spawned a life of its 
own, proving once again how far fans 
will go to pay their respects to the 
Sultan of "Wah." — TONY 


SEPTEMBER/OCTOBER 2018 79 


COMMUNITY 


e 


REJECTED 
COMBO ABILITIES 


E 
" а HEY Quis; 


Ap 


Fust SNE 


DIO 


N 


80 ISSUE #35: WALUIGI TIME! 


THE COMICAL COMPOSER 


... and the man who literally wrote the book on Waluigi. 


| REMEMBER MY first exposure to Waluigi: 
the upcoming N64 Mario Tennis game had its 
own devoted website, and 1999’s version of 
the Internet was abuzz over the introduction 
of a brand-new character. Truth be told, he 
didn’t leave much of an immediate impres- 
sion on me. | was wondering why anyone 
would have such a jealous vendetta against 
Luigi, a character already so unassuming and 
overlooked. 

Yet now, almost 20 years later, | find that 
one-sided rivalry to be perfectly representa- 
tive of the purple scoundrel. It’s petty, non- 
sensical and mean. Just like Waluigi! 

Let me start from the beginning. | cer- 
tainly didn’t plan on becoming known as 
"that Waluigi guy," since | was fairly indiffer- 
ent toward the character for awhile. My 
version of Waluigi showed up a year after my 
webcomic went live. In 2008, after uploading 
a few digital versions of some Kirby-themed 
strips I’d doodled in college, the online 
response was so overwhelmingly positive 
that | decided | had to continue with a 
regular schedule. As it was based around 
Nintendo characters (especially Kirby) inter- 
acting with each other, the Smash Bros.- 
themed name "Brawl in the Family" seemed 
to be a good fit. Long story short, the comic 
enjoyed a healthy life of over six years, its 
various strips being passed around Internet 
circles — much to my surprise. 

My goal with BitF was to essentially create 
a Nintendo comic that I'd like to read, which 
meant going against the grain in a few ways. 
That meant a couple sacrosanct rules: 1) no 
swearing or gore, and 2) the characters had 
to largely act in-character. 

Some would say | shattered Rule 2 with 
Waluigi. 

Waluigi’s BitF debut was on April Fools’ 
Day 2009. He essentially "took over" the site, 
declared his hatred for all things Brawl in the 
Family, covered the webpage in a glorious 
shade of purple and pasted a bunch of non- 
sensical comic strips that he starred in (and 
possibly drew?). They covered a wide range 
of topics, from hiding in Luigi’s towels to 
fractured takes on Disney films, with many of 
the comics, for some reason, named after 
levels from the SNES beat-em-up Turtles in 
Time. And Waluigi himself looked quite a bit 
different from his official model: a stretched- 
out troglodyte with long, crooked teeth, a 
neck that could attract ostriches and tiny, 
squinting eyes that seemed to channel the 


art of Mike Judge's early works. | sometimes 
would draw characters wildly off-model in 
my sketchbook just for the fun of it, so when 
I stumbled upon an earlier doodle of this 
style of Waluigi, | knew | had to include him 
for the April Fools’ Day prank. He became a 
running gag throughout the life of the comic, 
showing up just often enough to be a 
novelty, although no single comic or phrase 
from him got more notoriety than one from 
his first appearance. Since every fifth BitF 
comic would be in color, | decided Waluigi — 
always marching to the beat of his own drum 
— didn’t have to adhere to that rule. So his 
fifth comic was him simply addressing the 
audience, in purple line art: "Expecting a 
color comic? TOO BAD. WALUIGI TIME." 

BitF eventually got three print book 
volumes after its conclusion in 2014, and | 
moved on to something I'd always wanted to 
do: making a video game for a Nintendo 
system. In 2016, | released my music/action 
game Tadpole Treble on Steam and Wii U, 
and it should be out on mobile devices very 
soon! Like with BitF, | was pleased to see that 
people really seemed to enjoy Tadpole 
Treble, but its modest sales meant that Га 
still need to find a way to support my family. 
So | considered going back to comics. 

And it struck me early this year that the 
Waluigi strips, for better or worse, were 
among the most famous of BitF. While | was 
satisfied with how BitF ended and didn’t 
want to make a sequel, | wondered if the 
world would be ready for an entire book full 
of Waluigi strips. So for the next few weeks, | 
drew dozens of new comics in my sketch- 
book, all featuring Waluigi interacting with 
and reacting to various things. Waluigi with 
balloons. Waluigi as a GPS. Waluigi joining a 
boy band. Once І had over 100 of these, | was 
convinced | could fill a book with twice that 
number, and the BitF spin-off reached its 
Kickstarter goal this past May. Thank you all! 

So that’s the basic rundown of why my 
weekdays are now filled with drawing this 
aubergine human spider again and again. 
But you know something? It feels great to be 
back in the comic business, and I'm already 
consider doing more books combining games 
and comics in the future. Thanks for reading 
my story, and next time April Fools' Day rolls 
around, perhaps we can all pay tribute to the 
bizarre Waluigi by giving our friends, family, 
clergymen, plumbers and other loved ones a 
healthy "WAAAAAAAA!!" — MATTHEW T. 
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WAAANDERFUL ARTWORK 


EVERY MEMBER OF the Nintendo Force art team does amazing work for each and every one of our issues, but this time they 
really went above and beyond the normal call of duty! In addition to contributing one Comic Break apiece, as they normally do, 
Lindsey, Mark, Matthew, Matthew and Thor all joined forces in a group effort to provide as many different illustrations of the most 
illustrious Waluigi as possible! (Waluigi being Nintendo’s true Renaissance man and perfectly suited for every possible role and 
every look imaginable, we wanted to showcase him in dozens of different art styles.) The results of their efforts can be seen on both 
the front and back covers of this NF issue, as well as in the central feature article that starts back on Page 38. If you want to see all 
their individual pieces of contributed artwork colliding chaotically together, though, just take a look at the collage below — which 
was also printed on one side of this edition’s pack-in wall poster, if you’re an NF Print subscriber! 


It would be difficult to sort out all of the different Waluigis, but you can see Matthew Taranto’s signature Brawl in the Family-style 
take on the character in the crowd, and he also imagined what Waluigi would look like if he were on the box art of a classic Final 
Fantasy game. Matthew Loffhagen’s signature style is reflected in the chibi Waluigi on the bottom-center of the front cover, while 
he also contributed the one who's partially obscuring the NF logo there as well. Thor Thorvaldson gave us Paper Waluigi, old-timey 
black-and-white Waluigi and Waluigi dressed up like Princess Daisy, among others; Mark Kelly imagined Waluigi in the style of the 
old 1983 Mario Bros. arcade artwork and dressed up in Wario’s WarioWare biker gear (direct center below); and Lindsey Layne King 
probably developed tennis elbow from contributing 20 different takes on Waluigi alone! (Seriously, the majority of these were done 
by Lindsey, working with the feverish insanity that only a true artist can tap into. Pixel-art Waluigi, Mario Tennis Aces Waluigi, the 
Waluigi that looks like he's stepped out of the Dire Straits 1985 Money for Nothing music video . . . all Lindsey!) 


Extra special thanks to all of our artists for all of this awesome work! For you, a hearty WAAAAAAHHH!!! — LUCAS 
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